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LlVW1< FOfCVCT find! Away I'll fly. tf Y our blades are your answers to my every 

glimmer and shimmerburst! Away, to make many-pillared 
By Ed Greenwood Aladaen Hall awaken and sing, the ghosts of elven ladies danc- 

inCf aqain m the depths of its huge crystal pillars. Ah-you fol- 
fear me, oh yes. I am fearsome, and awesome. ^ Cagtle quite f orgo tten! Beyond Aladaen, to the Harpstones. 
I am Ondruu, and I will live forever. there t0 sen d forth tunes through crumbling towers that have 

r A „ i „ nnt heard such sounds for centuries . . . and on, ahead of your 

Once I was tall and spare and strong, my eyes green flames 3 n0T nectru &U ^ A . . „ , _ 7 , 

x . i .i , n i i j 4 u it hnrrvina boots, to where the armors of Faeravarra drift and 

I strode through Cormanthor cloaked in my power, chuckling flurrying uuuio, . 
• i t j -l r t i . /.f i n nat dark and gleaming and deadly, awaiting but my thoughts 

silently as I surveyed elven fancy. Ladies of the Fair Folk lookec noai ' UdI ^ ^ j * Al . Jr, 

.1 i 7 • ■« . . , , .. rn qpnd them swooping into battle! Blood you want so thirstily, 

at me sidelong, and agam--and when they saw me alone, dn!t t0 senu 11 ei , , n t t t* ■ r •* j n . 
. * r • u + t ^ * j *u u i intruders? Blood you shall have, bright rams of rt-and all your own 

ed out of nightshadows to do more than look. iniruufcrxa. / ^ r 



Yes. I am Ondruu. and you should fear me. 
You will fear me. 



They'd never beheld a man so graceful and fine of face and 

form, nor one who could spin spells as effortlessly as the 

Srinshee. magics cleverer and stronger than the craftings of th . , + . , , , , xl . , 

, , . ri . -i And yet. pause now. a-panting and wild-eyed, and think on 

haughtiest Starym archmage. . , , U1 f . + , . tA 

^ 7 ^ his: I am the most noble of we who tarry here, spirits riding 

~, T i . l r_ r_ i j xt - i he Mythal like breezes. Oh. yes. I know mercy-and show it to 

Oh yes. I was something to behold. Now you think me a ghcv " y . a rtr T - J • , , , 

» 7 , j j.r_ 4. j * *u * • i t r others, as did the Lady Steel whose remembered beauty sears 

and stare amazed, and thrust your blades at the twinkling of ' ... _. ~ 7 ~ . . r 7 

■> . ■ . t . . i T 7 , . . i_ T Tiy heart still. The Dark Ones know rather less of mercy, 

lights I trail . . . but I am not where you believe me to be. I an 7 7 

here, in the spell-knotted heart of this fist-sized emerald--see ^, . , ... . . . .« . 

, T n '^ j 1.JU *n i *t. m • • They ride the Mythal too, more cruel than clever: drow, 

how I sparkle?--m the hilt of Talath Mornyr s swiftwmg swore, ' . , . ' , . , . . „ . . 

w 4 x *i tj *t i , C , iramed and enslaved here by one who has the gall to tamper 

Yes. m my favorite place, sliding through the ever-glowing ... . XT , , . , . * . ^ 

r f + j , . , t • j i «vith the Mythal. Newly come hence, to whisper among the 

maze of soft-woven dweomers wherein old Eloedar Lynndralee . 7 , . . _ ^ 

. . - . . . +u , ' , ... oaelnorn. She who moans for power, her eyes like flames as she 

captured the crowning magic that makes the blade fly like a , x ' - m 

, „ « . r j i_ * * . . . . . .valks with her once-dragon. She of the Gauntlets. She who 

bird, across half Faerun if need be. to return to its bearer s m x ka *u j i *i m i 

x . , . m . m. m . hinks herself Queen of Myth Drannor. and makes the Mythal a 

home carrying a transfixed message, or a token bound to it, cr , , „ , . ' . .. n . . . 7 , 

A / ^ .. ^ :rude weapon and a spark for her puling spells. She looks only 

P'wp-Ki o stolen sDcll 

H or her own reward, and sees all beings as things, tools to be 

... , , , . _ . . A/ielded-but sees not beyond tomorrow. I've known many men 

Ah. but you begin to forget me. and relax. To look again at u .. e „„ , _ . „ ; 

^ 4* j * 4 n *t * hus - but few sucn among women who spin spells. One. I say. is 

where you don t quite dare to go yet. Castle Cormanthor, stem nore tnan en0 uah 

and tall-what's left of it. You fear it, I see . . . but you do not 

fear me. If you meet with her, you'll know it-even before she drains 

r * „ . . - /ou - Madness is in her eyes. She must have more, ever more . . . 

I shall not be forgotten so easily. nore power and more squ1s Wuh ^ Mythal ghc makeg 

a T . + +u U1 , . „ . , , , , , ier fel1 trails, not-dragons and once-dragon and all, and casts 

So now I quit the blade, and fly past ears and over heads-har nrt u Hrainirirr vo^ov,™ • i * t . . . , _. 

./ : , x .„ r . . i j i « 1* araming radiances m pools far from this greatest city of 

Carve the air if you will, futile swordswingers! See if you can m t n Hrivp Hrm/n ™ov, uv» + *i j * * i 2 j 

7 , x 4ii m. Tt i « t i - ' ° anve clown men like cattle in distant lands and grow ever 

make it bleed, where even gods fail! Chuckling silently, I ahg Greater Pprhflnc cVi^ +v,hv,^„ ♦ ^ *t a 

. . „ ^ ^ j Jl j j i. j irvaier. remaps she thinks to ascend among the gods, a new 

m this glass flower, amethysts and amber melted and shaped ^ar blazina un am™^ aa/t ^ a ^ 
0 ,*/ i i-i i • ji- x-i f oiazing up among old. Where else does such power point? 

Sarsaree the Weaver, glowing like kindling flame now as I v n d vet T'vp <zoa-n otc^ f,n f *r. , , A 

, . ii t i j . .-i * i_ * . « . • VIlu Y^ 1 i ve seen stars fall even from those shining heights . . . 

dance, awakening spell-locked scents that have lasted a thou in d briaht though hor ui u • * * j 

, . . xt unyni in ougn ner power blazes, she s not yet even sensed 

sand years, and will prickle noses for another thousand. Nay. )ndruu-or any of the other watchful spirits who ride the 
strike not at such beauty, or I'll thrust you through with ligh Mythal. If she goes too far. and calls on her dark vessel to do 
nings. and leave your boots full of ashes for the next fools to 



the wrong thing, we'll boil up out of cellars and mossy spires 

and forgotten crypts and suddenly-blazing runes and buried Waiting to slay you. if you dare to touch it. I can dance here in 
coffers all over this root-split, leaf-choked, proud ruin of a cv. > ts d ar k heart, amid the deadly magics stirring even now. 
and shine forth in our wrath ere we descend on her. in all our oe ca\xse I am half a ghost, 
chilling, howling glory. 

\nd that is Tyche's own favor on you. for Ondruu was not the 
Aye. cower, intruders! We are more than just voices moaning eas t among mighty battle-mages. and-I daresay-one of the very 
in the wind. Some of us were trapped here, and some embrao> c : ew who enjoyed dealing death and striving against foes. Oh. 
the Mythal as it formed. Others sank into it when they wearied/eg, your luck would have failed ere now. wildsword adventur- 
of daily deeds, or when fiends came upon them in the Fall and>rs, if I had my body still . . . 
sought to tear Myth-folk limb from limb-there! See? That twin 

kling of lights in yonder dark arch, across the rubble that wa; Again, see? Almost as if it's . . . taunting us. 
once Alaungaleir House? Behold another spirit of the Mythal. 
regarding you now: Amanthala. Dark Lady of the Nornaneir. t? 

darkest sorceresses of Myth Drannor. She bathed in blood-her Jelmoene's voice seemed almost lazy, but its casualness fooled 
own. and that of human women who gave it willingly, and in tone of her companions. The agitated flashings of the sentient 
turn tasted blue elven firewine and lived longer. Long ago thatjems set into her gauntlets might have had something to do 
was and she misses it. She hates the soulless dark-ears even "ith that. "So? Tis a ghost-a pranksome ghost, that seeks to 
more than Ondruu and the not-dragons. too . . . and most of ure us astray into doom. Think you no one died here?" The 
all this upstart not-Queen with her overbold spells and her yowling warrior looked at the moss-girt, leaning tower on 
careless graspings at power. helr left - and then P eered quickly at the moss-girt, soaring 

ower on their right. 

She should have turned to our road long since, to live forever 
within the Mythal and of the Mythal, glorying in its song. The *' Wh y he added slowly, looking almost reluctantly at the dark 
song of a thousand mages, and more, who gave of themselves > nd frowning wall of stone rising straight ahead of them, 
they bound powers into it. and played those powers like harp fiends must have bounded over all these stones, tearing elves 
strings to do new things, keeping the Mythal alive, and vital. l P art with their claws in a storm of slaughter!" 
and crrowing Thank you. Solor," Delmoene said icily, not taking her eyes 

rom the grand ramparts of the House of Gems, looming over 

I miss those days. The Mythal has not reached forth in new , hem a11 "J ust the cheerful image I needed, with dusk coming 
splendor for too many long years, now. It goes less far than it lown fast and no n ™ t0 walk ba <* OuV 
once did; I can no longer soar over the lights of Sembia. or 

stand in the night air between the stars and the Moonsea. Th>> \ say a< ? am: Report us back to the clearing and we'll use the 
are darknesses and fadings within it. and none to weave and fate a( *f ln tomorrow." another warrior said in exasperation, 
mend and brighten Myth Drannor again. \™™} smitten wlth the thou <? ht of spending a night here. 

Yet see me dance now, away from brooding Amanthala to tH T , f . 
balcony choked with trailing vines and the bones of fiends. He j^J a ' r "f aired sorceress had known the kisses of both men 
in the outerworks of the House of Gems they died-final falls. ^ ^ P^ence with thick-headed warriors had run out 
as toads and foxes and most men die. their spirits blasted anc g ay 

consumed by the floating sphere at their heart. Oh, yes. "RapHnr" n.i^^ • . . 

Daraedyntyr. smooth, dark, and round, a black gem as big as ^ ™ a ™ ^ a ' ^ h , " ? u V ° U f dld , V ° U 

six mens' heads, floating so serenely among the fused bones ^c^yt^^^^J!: 0 ^^ when she tned 10 teleport 
waiting. 



OOL OF RADIANCE™ : RUINS OF MYTH DRANNOR is a 
Baerlor shrugged. 'That might have been just there. We ca- eons & Dragons® fantasy role-playing game set in Myth Drannor, 
"Baerlor. Rathkra is about the twoscore and third mage I knov^ d 8 eath _ s hrouded ruins of a once great city, where elves and 
of who died trying a translocational spell in Myth Drannor. I had come tog ether to create a monument to art, beauty, 
not about to become the twoscore and fourth." iendship and peace. They thought their city would flourish forever. 

hpv were wrong. Now it is a time of turmoil in the FORGOTTEN 
The warrior waved his glittering sword angrily. 'The Mythal s * ® world . the old leaders and heroes have come and the 
not supposed to let anyone open gates into the heart of the cit ^ fa rife with conflict A new power has riserl/ brin ging 

either, yet here we are!" JJ J ^ ^ to aU of faerun. Enter your adventurers - hearty men 

ld W omen, a party formed of mutual interests and the desire to set 
Yes, but we don t know who crafted the gate-it might ve bee lu WU11 7 ' "f * . , 

* **t. aa ^ i ti i .aa/t. .* + u ■ i t u + . lines right. Something evil has awoken in Myth Drannor. Will you be 
part of the Mythal all along! Why can t you think for a breath lu » 6 ..«, ° J 7 

or two. all of you, before ope-" ie ones to sto P lt? 

The ground under Solor's boots erupted-into a great pale froc rls * a ^* n 9 * : * ie Game 

head, cream and dun like a mushroom, rearing up as tall as :v?fore you get started, please make sure your system meets the mini- 
men as flagstones tumbled and rolled away. turn system requirements listed below. You must install Pool of 

adiance files to your hard drive and have the POOL OF RADIANCE: 
A many-fanged maw gaped hungrily, beneath cruel eyes. Th.UINS OF MYTH DRANNOR CD in your CD-ROM drive in order to 
massive four-armed worm wore a necklace of yellowing humalay this game. To install the game, insert the CD into the CD-ROM 
skulls around the corded muscles where its neck should have rive. When the pop-up window appears, click on the Install option, 
been. It smiled horribly, and reached out with four gnarled, you have disabled the Windows Autorun function, or if it does not 
long-taloned hands... Derate, explore the CD and double-click the Setup icon. Follow all 

vscreen prompts to complete the installation. 

Delmoene didn't spare time to scream, but Baerlor did. The) 
were all running back the way they'd come by then, as hard ystem. Requirements 

and as fast as their boots could take them over broken stone, , run pooLOF RADIANCE: RUINS OF MYTH DRANNOR you 
vines, and slippery moss, racing for the stone steps that would, r . . . 

. T ' ' i_ i * * ' j. ti j ** i i j . . -ed the following minimum system requirements: 

take them back out of this dell, and-Delmoene crashed into ° J ^ 

Baerlor's back, spun away, and caught her balance with a cur: . windows® 95/98 or Millennium Edition (ME) 
"Loviatar lash you. Baer, what're you-oh!" The stair was occu . P(inf : llfY1 ® „ Ann w U or . .... 

7 7 • I entium^ II 400 MHz PC or compatible 

pied. Gasping adventurers stared into the cold, gentle smiles o . 505 MB of hard disk space 
about a hundred dark-armored drow. . ^ MB j^^j 

• 8X CD-ROM 

• 3D video card with D3D support including (Voodoo 2 (12 MB) or higher, TNT 1 
A warm welcome to the House Of Gems. Oh, yes. (16MB) or higher, GeForce series, ATI Rage Pro Series and Radeon Series) 

An ormyrr behind you, already snatching up stones twice youi * DirectX compatible sound card 

size to hurl at your backs . . . and the drained drow before yoi • Windows® 95/98 compatible pointing device 

dark blades Sharp and ready. No time now to wave SWOrdS a' • Support for 1- 6 players LAN and Internet (56K Modem or faster required) 

me, hey? 

I am Ondruu. and I will live forever. 'i^fy «°n l ° t b u asic u s y stem requirements, the game requires that 

ireetA s.Ua or higher be installed to your hard drive. The option to 



install DirectX 8.0a appears during the game installation. At the end rrmlete and specific "how to play" information, please refer to 
installation, you are prompted to register POOL OF RADIANCE: 0 DroP riate sections of the manual. Note that some changes were 
RUINS OF MYTH DRANNOR electronically. For Internet play you ^^too late to include in this manual. Please read the Readme.txt 

le in your game folder for more information. 



a DirectPlay compatible modem 
The following are the recommended system requirements: 



• Windows® 95/98 or Millennium Edition (ME) 

• Pentium® III 500 Mhz PC or compatible 

• 845 MB of hard disk space 

• 128 MB RAM 

• 8X CD-ROM 

• 3D sound card 



►nee the introductory movie has played, the POOL OF RADIANCE: 
UINS OF MYTH DRANNOR Main Menu appears. You have several 
prions: 



ingle Player Game 
•t the adventure begin! This 
rings up the Single Player 
[enu panel. Choose New Game 

Note for owners of Video 5 series cards: Pool of Radiance: RoMD supports ow, gtart a s j n gi e player campaign 
aliasing for your Video 5 series cards. To get the optimum effect, turn on FSAA, 
before beginning play. 



ime. Select up to four characters 
» create a party, then click on 
art Game to begin. Information 
i creating characters can be 
\und in Chapter 1: Building a 
:irty starting on page 20. 



Electronic Registration 

If you did not register your copy of POOL OF RADIANCE: RUINS 
MYTH DRANNOR after installation and wish to do so later: From 
desktop select the Start button, click on Programs, click on the ft I 
that contains POOL OF RADIANCE: RUINS OF MYTH DRANNC 'I >kvt LoAD Game to reS ume a previously saved campaign. Choose a 
and click on Electronic Registration. Follow all on-screen prompt^ me f rom me list and click on Load to enter the game, or select 
complete the registration. ^ NC el to exit the Load Game panel. You can also delete saves from 

lis panel. 

TJninstalling the Game t 

„ , . . * i a i u c -l ect Main Menu to return to the main menu of the game. 

Select the Uninstall option from the Autorun menu, or choose Setj ° 

from the Windows Start menu and select Control Panel. In the Cont 

Panel, select Add/Remove Programs, left-click on POOL OF RADl Multiplayer Game 

ANCE: RUINS OF MYTH DRANNOR and click on the ADD/REMi\ p]ore end j ess new dungeons 
button. The game and all its components are then removed from \ y Gur f r j enc j s> j^s opens 
hard drive, except for data that was changed after the initial install , e Multiplayer Menu panel, 
save games, character data, and game options file). cm which you can choose to 

veate a new multiplayer game 

Starting the Game • j OIN an existing one over the 

Every time the CD-ROM drive is closed with the CD in place, the Internet or Local Area Network 
OF RADIANCE: RUINS OF MYTH DRANNOR Autorun menu apfc Chapter 3: Playing With 
with options to run the game, Install DirectX, view the Readme.txt iends starting on page 73 for a 
or uninstall the game. The game can also be started by opening tl (tailed explanation of multi- 
menu, selecting programs, choosing the folder where the game \\ ayer games, 
installed and clicking on the POOL OF RADIANCE: RUINS OF M> 
DRANNOR program item. 




CREATE NEW 
MULTIPLAYER GAME 



JOIN MULTIPLAYER CAME 



I 
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Configuring Game Options 



Configuring Game Options 



You can also use GameSpy's matching service to meet other playt r SettincjS 
online and play multiplayer games with them. 



Select Main Menu to return to the main menu of the game. 
Tutorial 

The tutorial is a basic walkthrough of some of the major function^ 



lese options allow you to con- 
?! some common game set- 
igs. Make your changes and 
led Ok to save your options 
id return to the Main Menu, 
ranges you have made will 



will encounter when playing the game. Here you will learn how i t ^ e pi tUC un til after you 
bat works, how to cast spells, use skills, interact with objects, and c ye c jj c k e d on Ok. Click on 
verse with NPCs (non-player characters) you meet along the way ^ C££ tQ re j ect any changes and 
Simply click on Tutorial in the Main Menu and this will take yon t jt t , u , ^ settings panel without saving 
your first few lessons in New Phlan. 




Options 

Set up your game environ- 
ment to suit you and your 
system. This brings up the 
Options panel, described in 
the section "Configuring Game 
Options" on page 16. 

Quit 

Exit the game and return to 
your Windows desktop. 



Configuring Game Options 




pice 

ggles the spoken voice of the NPCs (non-player characters) on and 
. When Voice is off, the NPCs communicate with you solely through 
screen text. 

haracter Occlusion 

ts how easy it is to see your characters when they walk behind trees, 
alls and other objects. Occlusion is the transparency of the world's 
?nery. The settings run from left to right with the left-most one 
arking no occlusion (so that characters are completely hidden 
hind obscuring structures) and the right-most one marking full 
elusion (so that characters are fully visible through obscuring struc- 
res). The middle setting shows the characters' relative position 
hind structures by showing their skeletons instead of full textures. 



Select Options from the Main Menu to bring up the Options panel, riaC ^ 0 " W Level 
from which you can view game movies, see the credits for the ganu , ters the de ^ Ge of sophistication for shadows seen in the game. You 
take a look at the hotkeys used in game, and configure the game settii n turn them off completely (the left-most setting on the scale) or 

lie them up to match the animations of your characters as they run, 
View Movies we, and fight (the right-most setting on the scale). The middle set- 

Brings up a list of all the movies you have unlocked in the game ^^^^ mae>m some shadow, but it's not as detailed as the right- 
Use the scroll buttons to search through the movies list. Select a 

movie, then click on View to play it. You can press the P key to P au -3mbat Round S d 
the movie, or either the SPACEBAR or ESC key to exit the movie ai <i. , , , ^ 

return to the View Movies panel. Click on Cancel to exit the Vie* ect an ac^n for 'T Y °? ^ * ny ° ther 1™™" pIayer haVe t0 
MnviPs nanpl L character during a combat round. Move the high- 

Movies panel. ht to the right to force all players to choose actions faster, or move 

' uTru t0 tHe Ieft t0 give y° urself mor e time to think during 
nDat. Changing the setting to the farthest left turns the round speed 
-inter off completely. 



SFX / Cinematic Volume 

Changes the volume of sound effects in the game such as spell cas 
and movie dialogue. Select the setting on the far left to turn the soy 
effects in the game off completely. 

A/Vusic Volume 

Changes the volume of the music in the game. Select the setting on 
far left to turn the music off completely. 

Mouse Speed 

Controls the speed and sensitivity of your mouse. Since the mouse 
used to control party movement and to scroll the Adventure screen 
you may want to adjust this setting to a mouse speed you are com! 
able with. Clicking on the settings to the left makes the mouse inov 
slower, and therefore somewhat easier to control. Clicking on the 
tings to the right gives the mouse more speed, but also makes it a 
harder to precisely control the mouse cursor. 

Hot Keys 

Brings up a list of the assigned hot keys in the game. You can als< i 
define the function keys (F2 - F10) to automatically perform certain 
game functions. This is described in detail on page 55. 

Credits 

Displays the credits for POOL OF RADIANCE: RUINS OF MYTI i 
DRANNOR. Select Close when you are finished viewing the credij 
return to the Options panel. 

Main Menu 

Exits the Options panel. 



Table 1-1: Racial Ability Adjustments 


Race 


Ability Adjustments 


Favored class 


Human 


None 


Any 


DWARF 


+2 Constitution, -2 Charisma 


Fighter 


Elf 


+2 Dexterity, -2 Constitution 


Sorcerer 


Half-elf 


None 


Any 


Half-orc 


+2 Strength, -2 Intelligence, 
-2 Charisma 


Barbarian 


Halfling 


+2 Dexterity, -2 Strength 


Rogue 



.1 — \ J t 



BUILDING a party 

Only special kinds of persons become adventurers.. ..Elf or Halfling 
Human or Dwarf, all have within them a kind of driven wanderlus 
dread of each day being the same as the next spurs them onward, 
compelled to learn what lies over the next hill or inside that darker 
cave. They are determined to leave something of consequence behj 
when they die, a hoard of treasure, a heroic tale, a noble legacy. 
Adventurers quest for many reasons, but in their hearts, most yean 
foremost for the chance to show the world that they were here, a i< 
that they made a difference.... 

When the game opens, parties are being formed for an investigatio 
strange occurrences surrounding the Pool of Radiance. Before you 
begin your adventure you need to create a selection of characters, a 
then choose one to four of them to make up your party. The followi uman 

pages take you through the details of character creation. Begin by he most flexible, innovative and ambitious of the 
selecting Single Player Game from the POOL OF RADIANCE: RUiaces, humans are distinguished by their lack of 
OF MYTH DRANNOR Main Menu, then choose New Game to entepecialization. They prefer no particular profession, 
the Character Roster screen. >r| d to no particular alignment and have no out- 

ending strengths or glaring weaknesses in their 
Creating a New Character bilities. This variability no doubt results from 

Although you can use any of the six pre-built characters to make u ieir relatively short life spans, 
your party, it is more fun to create your own. Start by clicking on A (umans are uncommonly suited to becoming 
Character, which begins the character creation process. dventurers. Their mix of daring, adaptability and 

reed make them tenacious in the pursuit of their causes, willing to 
Choosing- Your Race ike risks when longer-lived travelers would hesitate. Humans learn 

First, choose your race. When you click on a button, a description ( uickly and easily, often more skilled than other, far older adventurers, 
the race appears at the bottom of the screen. Each race has certain Y tn e standards of other races, they are not thought particularly loyal 
strengths and weaknesses, and your choice affects your character' J an yone but themselves, but the truth is that from the ranks of 
stats and favored class. Each race is described in detail on the f 0 ]lo umans have arisen both cruel villains and self-sacrificing heroes. 

ingpag6S - )warf 

You can play a character of any class or race, but certain races an l* n insular race, dwarves are known to be suspi- 
ter suited to pursuing certain careers. Dwarves, for example, can b ous °f anyone outside their under-mountain 
Sorcerers, but their rugged, muscular bodies make them more effe^ omes - Generations of toiling beneath the earth 
as Fighters. Table 1-1: Racial Ability Adjustments gives the abili^ ave lef t an indelible mark upon this race whose 
score changes for each race, along with their favored class. Achaia lort ' broad stature can survive an amazing 
ter's favored class doesn't count against the character when deteirnii™ 01111 * of punishment. 
XP (experience point) penalties for multiclassing (see "Multiclass 
Characters" on page 88). Select a race and click on Next to con tin ut 
and choose your class. 
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Most Dwarves are hardworking and loyal, with a strong sense of j Ul 
tice and a natural wariness. However, some have been known to s 
cumb to greed, obsessed by the gems, metals and other treasures 
the earth that their race is known for producing. 



hough some 



blend into society better than others, most Half-elves 



row up wi 



tli little respect for the laws of two peoples who cannot 



ccept or understand them. 



hough not as 



dexterous or graceful as their elven relatives, Half-elves 



Many adventuring Dwarves join the ranks of the Fighter. For age ^ e U p for it w ith their Human relatives' flexibility and inventive- 
they have been forced to defend their kingdoms from those enem e 1 ^ Though not drawn to any particular profession, Half-elves share 
above and below that wish to plunder their wealth, and so most ^ elven parent's immunity to sleep and resistance to enchantment 
Dwarves grow to adulthood learning at least a few of the warrior ai - c Many fall into the adventuring life, as a rebellion, or an escape, 
Even those dwarves who don't make their living by the axe still I ^ ^ IM1 | tl tj 0 n of their childhood. Often their adventuring party is 
fit from their race's natural resistance to magical effects and poisons^ on ] y pi ace a Half-elf has ever felt 'at home', 
all kinds. Their predilection for law and justice, in addition to their 



iron constitutions, make them popular party members. 
Elf 

The long-lived Elves are as mercurial as they are 
mysterious. Most keep to their small communities in 
the deep forest, but the few who emerge make their 
way as wandering bards or itinerant sword masters, 
dazzling other (they would say lesser) races with 
their dexterous hands and unearthly grace. Elves 
prize freedom above all else, and spend their lives in 
pursuit of beauty and new experiences. Though they 
can be haughty, most Elves honor and defend that 
which is good, and in its defense can bring to bear 
considerable skill with sword, bow or magic. 




lalf-orc 

orn in the battlegrounds of the frontier, Half- 
rcs grow up in the tribes of their Human or Ore 
,i rents, trying to claw out a place for them- 
Jves despite their mixed blood. Some succeed, 
thers turn instead to the distant cities far from 
ieir homeland, where they can make their way 
v the might of their arm, and hope to be judged 
v their skills, not their lineage. 




lost Half-ores become what are called Barbarians, letting their orcish 
lood fuel rages of terrifying strength and power. Yet there are some 
ho choose other paths, striving hard to transcend their innate deficit 
I intellect through instinct and cunning. The attitude of other races 
)ward the Half-ore is often suspicion. Some Half-ores embrace their 
Elves have considerable time for learning and practice, and often a arker side, making the lives of their more lawful cousins even more 
natural affinity for the magical arts. This leads many onto the pat i ifficult. Still, many adventuring parties are willing to take on a Half- 
the Sorcerer. Their spells, along with keen senses and an uncanm arc with battle prowess, asking no questions about his or her past, 
ity to spot concealed doors and passages make them valuable addi- 
tions to any adventuring party. Their immunity to sleep spells and Ia ^^ inc J 

resistance to enchantment magic partially makes up for an inbon mix of contrasts, Halflings of all sorts have one 

ait in common: resourcefulness. While many 
alflings desire little more than to stay in their 
mifortable homes, others are perpetually 
•stless, and weary of the safe, staid life of their 
^usins. Their exceedingly small stature has 
>rced halflings to do many things simply to 
Jrvive, and they're very good at it! 



fragility of constitution. 
Half-elf 

Never fully accepted into the societies of either 
parent, Half-elves live in a place between worlds 



More adaptable, quicker to learn and grow, and 
much more impatient than their elven peers. 
Half-elves often feel aloof and detached from the 
fast-paced restlessness of their Human peers. 
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Table 1-2: Skills and Hit Dice by Class 



Class 


Skills 


Hit Die 


Monk 


Heal, Hide, Listen, 

Move Silently, Search, Spot 


d8 


Paladin 


Concentration, Heal, Hide, Listen, 
Move Silently, Search, Spellcraft, Spot 


dio 


Ranger 


Concentration, Heal, Hide, Listen, 
Move Silently, Search, Spellcraft, Spot 


dio 


Rogue 


Disable Device, Heal, Hide, Listen, 
Move Silently, Open Locks, Search, Spot 


66 


Sorcerer 


Concentration, Heal, Hide, Listen, 
Move Silently, Search, Spellcraft, Spot 


d 4 



They are fond of creature comforts, and are always looking for w \\ 
make sure their wants and needs will be satisfied, sometimes at the 
expense of others. However few Halflings are genuinely bad, simply 
selfish. A Halting whose trust has been earned can be trusted in retu n 

Their small, delicate hands make halfings equally adept at pickn 
pockets and disarming traps. Many fall naturally into the way of th 
Rogue, either out of boredom or need. Their size can be an ad van t 
in combat as well, although it does limit them to smaller weapon > 
Shorter targets are harder to hit, and to a Halfling, everyone else is 
big target! As a result, halflings receive a +1 bonus to all their savin 
throws, as well as to their base attack and their starting armor cla 
(AC). These advantages, plus a tendency to have just a bit more 
curiosity than sense, lead many halfings into the adventuring life . 

Picking a Profession 

Your character's class is what they do. Their profession determines 
their combat training, spell casting ability, special skills and more ar ]3 ar i an 

Click on a class to read a brief description. Details on each class's at , . , , t , . , 

, , , . A , , , ■ L - r i_ i u ed in the frozen northern wastes and the torrid 

ties can be found in the following class descriptions. Each class rus . , „ , r 

. . , ,„ . u . .. . ,. • 1- * j u i • t ui i <■» ci -ii uthern jungles, Barbarians are fearsome war- 
certain skills that it specializes in, listed below in Table 1-2: Skills a , c A - U 1 J J- 

i ^ • . ~t A r , , / iT-.r^- . c , >rs, known for their berserker tactics and dis- 

Hit Dice by Class. A character s Hit Dice are a representation of lit* , D , . , L .„. t 

. , J . , , « • , , i „,„ r ist for arcane magic. Barbarians are often ilhter- 

much damage they can take as they advance in levels; the d ret , . ..... ° . ,. , , , 

, . & I , , * , , r j i , ' and have little appreciation for the laws and 

dice and the number afterwards refers to the number of sides the die- . c . ... .. ^ c 

u ci n j -j. j^.., 4 , „ cl .,, „ - finements of civilization. They prefer the open 

has. Skills are described m detail m the section Skills on page / - uj U) ^ {e of ^ f ^ d honest ^ 

Chapter 4. Experience and Equipment. In addition although all ary delicate negotiations . Tho h their h 

types can be worn by any class, weapons and shields are restricted iyfi aren , t for eye ^ adventure & rs 

character class. Armor and weapon proficiencies for each class ai k out these might warriors when traveling 

ed in their descriptions. For more information about "Armor" and to remo t e hazardous areas 

"Weaponry" see those sections beginning on pages 93 and 89 also ir 

Chapter 4: Experience and Equipment. Select a class and click oi ass Abilities: 

Next to continue on and choose your alignment. rbariaii Rage: In times of great need, the Barbarian may fly into a 

wdthirsty frenzy, gaining a +4 to their Strength and Constitution 
^res for a short time (this bonus increases to +6 at 15th level). The 
§e lasts for 3 rounds plus the character's new Constitution modifier 
game time. This is not without its drawbacks, however. Barbarians 
' | >me unable to use skills that require patience or concentration, and 
" focus on attack makes them easier to hit. Plus, once the rage 
es^ they lose the additional hit points gained from the increased 
>nstitution, which could leave them unconscious and dying. 






Table 1-2: Skills and Hit Dice by Class 




Class 


Skills 


Hit Di 


Barbarian 


Heal, Hide, Listen, 

Move Silently, Search, Spot 


di2 


Cleric 


Concentration, Heal, Hide, Listen, 
Move Silently, Search, Spellcraft, Spot 


d8 


Fighter 


Heal, Hide, Listen, 

Move Silently, Search, Spot 


dio 
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This ability can be chosen from the combat options menu and co Ur ^ oteS : Clerics depend on their Wisdom to determine the 

as a free action during a character's turn. #hand number of their spells; a Cleric needs at least a 10 in their 

c . . . . n , . . d . , . ^Akm score to cast 0 level spells, or Orisons, and 11 to cast 1st level 

Fast Movement: Barbarians have a greatly increased movement ra. isdom ^ lMl . * „ . 

. A ,. ^ ,iic Ph- Charisma is also useful, since it affects their ability to turn 

when thev are wearing medium or lighter armor and are not encum vxlls, etc ^» l£l1 t , / 

& ° * idead. Since their place can often be fighting beside warriors, or at 

Uncanny Dodge: Starting at 3rd level a Barbarian retains their ast plunging into battle to heal them, Clerics also benefit from the 

Dexterity modifier to AC even if caught flat-footed. At 6th level 1 :tra hit points of a strong Constitution. 

Barbarian can no longer be flanked. 

Weapon and Armor Proficiency: The Barbarian is proficient wit i^^ter 

simple and martial weapons, armor and shields. U Fighters live and d.e by their •martial skills; 

)VV t hey come to this path is different for each 
Other Notes: Barbarians cannot be of lawful alignment. Barbarians dividual. The noble knight, mercenary soldier, 
like all warriors, benefit from a high Strength. A good Constitutiunandering duelist and petty bandit all fall under 
vital to power their rages, and keep them alive afterward. DexU t [s broad heading. Most Fighters receive formal 
always useful, especially for Barbarians who choose to go lighth lining at some time in their lives, when they 
armored. irn to wield many weapons and be comfortable 

all types ol armor. But a few are simply self- 
Cleric ught, with natural abilities and luck that kept 
Servants of their god or goddess, Clerics have as many forms as thorn alive during their early battles. Adventuring Fighters quest for 
are deities to worship. Some are gentle messengers, spreading h( aiany reasons, from an earnest belief in the Tightness of their mission, 
and wisdom, while others are hard-bitten warriors, fighting aloi ; simple greed and battle lust, 
their Paladin brethren with spells and sword alike. Adventuring ... . 

(JSS \ ui 1 1 tlCS' 

Clerics are generally trying to further the causes of their gods in ;< , , " 

. lU \ • J • , , 1£ j. . , . , filters have no special abilities, but begin the game with two feats 

way, either directly acting on their behalf, as in a divinely inspin d . . r t ' 6 ^aiiicwmimuicmb, 

. i u u i ■ iu li • i / r^c d thev receive one extra feat every two experience levels, startine at 

quest, or simply by healing others in their gods names. Of cour-e, , . *. r , icvna, siduuigdi 

„ i u i L -u i v-1 • • i a i d level Feats are special abilities that a character can perform, 

all gods are benevolent, so the ranks of the Clerics include unpk is . L , r . , , i.i«vwi|*buwui, 

i ru i a u u • ii ,.u u i- llch he, P them in combat and other tense situations (see "Feats" on 

people more likely to cause harm with their spells than healing. ge s2 £ g complete description) 1 

Class Abilities: 

Turn Undead: Calling upon the might of their god, Clerics have h ea P on and Armor Proficiency: Fighters are proficient with all st- 
ability to turn undead, forcing undead to cower in fear. If the Clerf and nwl,al weapons, amor and shields, 
considerably more powerful than the undead to be affected, the m<ther Notes- 

ster may be instantly destroyed. This action must be selected fro n VM , lh ls vory important ^ ^ ^ 

Combat Options menu during combat. ance to hit and the damage they inflict. Constitution is also vital 

Cast Divine Spells: Clerics can cast divine spells beginning at 1 I VjJ^ !t affects hit P oin ts, and Fighters will be in the front line tak- 
level. The Cleric's spell list can be found on page 99 and spell f ^ ™ damage. Dexterity can be important for Fighters who use 
descriptions start on page 97. , r wea P° ns ; b "t the bonuses are often negated by the heavy 

mor ma ny Fighters wear. 

Armor and Weapon Proficiency: Clerics are proficient with all sin 1 
weapons, armor and shields. 




Monk 

After years of training in remote monasteries, 
Monks become masters of their minds and bod- 
ies. Their life-long mission is perfection of their 
physical and spiritual selves through meditation, 
constant practice and rigorous self-discipline. 




ct Arrows: At 2nd level Monks can attempt to deflect the first 
e i nine missile attack in each round by making a Reflex saving 
Irow If they are successful, the damage will be avoided. 

ast Movement: At 3rd level Monks gain greatly increased movement 
ved, provided they are not wearing any armor. 



till Mind: At 3rd level Monks also gain +2 to their save versus magi- 
,| spell effects that affect the mind. 

/holeness of Body: At 7th level Monks can cure their own wounds, 
hey can cure up to twice their current level in hit points each day. 



Monks who leave their homes and take up the 
life of an adventurer are often seeking to test 
themselves and their skills, and to become closer 
to their own ideals by overcoming dangers. 

While someone untrained in their arts might believe taking on ene 
without weapons or armor is suicide, Monks have confidence in tl tmproved Evasion: At 9th level Monks' Evasion ability improves, 
abilities, and see each new opponent as a challenge of wits and will. iey still take no damage if the save is made, and additionally, they will 

ily take half damage from area effect spells even if the save is failed. 

Class Abilities: 

Evasion: This ability is used automatically when the Monk makes . strike: At 10th level a Monk's bare-handed strikes are imbued with 
successful Reflex roll versus a spell or effect that causes Half-dam; force thal ^ OW8 them to strike creatures who can only be hit by 
even if the save is made (such as fireball). Using amazing agilih t . a| u ons of +1 . This abi i ity impr oves at 13th level (+2) and 
Monk twists and turns to avoid taking any damage at all. ^ level (+3) as well 

Stunning Attack: Monks can choose to stun their opponents with i amon d Body: At 11th level Monks gain immunity to all forms of 
unarmed strike. They can do this a number of times per day equal^ son anc | venom 
their level and, if the enemy fails their Fortitude saving throw, the 

lose their action for the round as well as their Dexterity bonus tc /iamond Soul: At 13th level Monks gain resistance to spells equal to 
This action must be selected from the Combat Options menu durir, e ir level -10. In order to affect a Monk with a spell that can be resis- 
combat. d, the spellcaster must roll equal to the Monk's spell resistance or 

Unarmed Strike: Monks can do considerable damage, even if they** on ld20 + the spellcaster's level, 
carry no weapon. The damage caused by the blow is dependent oi 

Monk's level, and listed in Table 1-3: Unarmed Strike Damage uivenn g p alm: At 15th level Monks can launch a deadly attack that 

ts up vibrations in an opponent's body causing them to die if they 
il a Fortitude saving throw. This action must be selected from the 
Dmbat Options menu during combat. 

'eapon and Armor Proficiency 

onks are proficient with all simple weapons and with all types of 
mor. In addition, Monks are allowed to add their Wisdom modifier 
id a bonus based on level to their AC when not wearing armor; this 
presents a "sixth sense" that allows them to avoid unanticipated 
tacks. A Monk's special skills all require freedom of movement, 
ran wearing armor, a Monk loses his AC bonus for Wisdom, AC 

us tor class and level, favorable multiple unarmed attacks per 
and, and heightened movement. 



Table 1-3: Unarmed Strike Damage 


Level 


Damage for 
Halfling Monks 


Damage for All 
Other Monks 


1-3 


104 


106 


4-7 


1d6 


108 


8-11 


1d8 


IDlO 


12-15 


1010 


1012 


16 


2d6 


1D20 
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Other Notes: an d Armor Proficiency: Paladins are proficient with all sim- 

Monks must be lawful to follow their strict way of life. Wisdom is vit martial weapons, armor and shields. 

to Monks, because through their learning and intuition, their offensj^ e ll,U 

and defensive abilities are enhanced. Dexterity is also key because in, if ^ 0 f eS : 

Monks wear little armor. Strength improves the damage and accui | ^- ns nius t be lawful good. Charisma increases the power of the 
their attacks. Madin's abilities and Strength is vital to their ability to be effective in 

nb it Paladins also depend on their Wisdom to determine the 
Paladin trengtfe and number of their spells; a Paladin needs at least a 10 in 

The eradication of evil according to the precepts of their god is a ^ Wisdom score to cast 0 level spells, and 11 to cast 1st level spells, etc. 
Paladin's noble purpose. Sometimes that charge can be fulfilled on 
battlefield, other times it requires a more circuitous route. Paladins ^ an g e r 

live for quests, for opportunities to aid the helpless and prove thl n JJ^^ warriors , Rangers are at home leading expeditions through 
selves worthy of their god's favor. ^ dangerous territory. They dedicate themselves to the study 

,f tn e w ild areas and their dangers, becoming experts in survival. 
Each makes great sacrifices to follow their path, swearing an oath t» tin g ers track and hunt creatures both magical and mundane. This 
uphold strict codes of conduct. This rigor and dedication makes 1 or .riowlecige gradually gives them a connection with nature in all of its 
singularly focused warriors, often found leading critical missions ti|j vers jt V/ and many become proficient in simple spells connected with 
preserve peace and harmony throughout the land. nimals and the earth. This makes Rangers valued adventuring com- 

lanions for any groups traveling into unknown places, remote from 
Class Abilities: ivilization. While most Rangers are good folk, seeking to protect trav- 

Divine Grace: Paladins automatically apply their Charisma bonus, lefs from harm or unspoiled are as from exploitation, others are more 
any, to all saving throws. avage, as indifferent and mindlessly destructive as nature itself. 

Lay on Hands: Paladins can cure themselves or others of damage ^ Abilities- 
equal to their Charisma bonus times their level in hit points each d^ ymd Enemy . R g fayored enemieg e 5 R g 
They can also use this ability to harm undead in the same way. ain a +1 to Usten and SpQt skm checkg and attack roHs involving a 

Aura of Courage: Beginning at 2nd level, Paladins are immune to t u ored This refle <^ their experience in battling against that 

nemy, and the knowledge they have gained in careful study of them. 
Smite Evil: Once per dav, Paladins of 2nd level or higher can attem, 

to smite evil. This action must be chosen from the Combat Options' 38 * ^ vm r f S P eUs: Ran 8 ers can cast div ™ spells beginning at 4th 
menu during combat. The Paladin's Charisma bonus is added to tl >vlM \ 1 le Ran 8 er s ^ List can be found on page 98 and spell 
attack roll, and if they hit, 1 point of additional damage is done r ei tscn P tlons start on page 97. 

level of the Paladin. Weapon and Armor Proficiency: Rangers are proficient with all sim- 

Turn Undead: When a Paladin reaches 3rd level they gain the abilit le and martial weapons, armor and shields. 

to turn undead. A Paladin turns undead as a Cleric of two levels lo^ 

would. If the Paladin is considerably more powerful than the unde ' ° L s ; 

to be affected, the monster may be instantly destroyed. This action a 1 v ls ,m portant for Rangers because they tend to wear light 
must be selected from the Combat Options menu during combat. , ° r and be P rof icient with missile weapons. Strength is always use- 

" " anv vva rnor likely to be in the front lines of combat. Also, 
Cast Divine Spells: Paladins can cast divine spells beginning at Itl lsdom ls the base for many of their skills, and Rangers need a 
level. The Paladin's spell list can be found on page 98 and spell lsdom of a * least 11 to cast 1st level spells, etc. 
descriptions start on page 97. 



Rogue 

Often as different from each other as night and day, a Rogue coul 



Sorcerer 



Sorcerer is like ale to a Dwarf. It is such a part of their life 



anything from a small-time pickpocket to a deadly assassin, a sii p| l j" u jthout it, they would be lost. Sorcerers are born with an innate 



locksmith or a royal spy. 

Most Rogues have a taste for the dangers and challenges 
of the trade, such as disarming a trap that could kill 
their party, or planning a heist of a well guarded jewel. 
But they also have other motivations, often greed, or 
desperation. Adventuring Rogues are sometimes just 
waiting for their chance to make off with the treasure, 
but others genuinely wish to help out a group of would- 
be heroes, by scouting and checking for traps. Complex 
characters, few Rogues have only one reason for doing what the\ 




itt to create magic, and spend their early years learning to 
ilrness and wield that power. 

any of them spend their lives in the endless pursuit of 
stical knowledge for its own sake, adventuring merely to 
idd to their collection of spells, or to hunt down compo- 
nents for a lost cantrip. Yet other Sorcerers take their magic 
or granted, and join in an adventure for their own reasons, 
ye they boredom, greed, or the chance to make a difference. 



Zlass Abilities: 

last Arcane Spells: Sorcerers can cast arcane spells beginning at 1st 
eveL The Sorcerer's spell list can be found on page 98 and spell 
Inscriptions start on page 97. 



Class Abilities: 

Sneak Attack: Whenever Rogues can catch their targets flat-foote 
otherwise not defending themselves effectively, they automatically 
more damage (ld6 at 1st level, and an additional ld6 for every tw< Weapon and Armor Proficiency: 

levels after that). Sneak Attacks are made whenever the Rogue's , nlIVLMVrs are proficient with all simple weapons and armor, but not 

is flanked, or whenever the target would not be able to use their hields. 

Dexterity bonus (whether they actually have one or not). A Sneak 

Attack requires that the Rogue be able to locate the target's vital 1 titer Notes: 

organs; as such, undead and constructs are immune to this speck il Sorcerers depend on their Charisma to determine the strength and 
ability. lumber of their spells. A Sorcerer needs at least a Charisma of 10 to 

ast 0 level spells, 11 to cast 1st level spells, etc. Dexterity and 
Evasion: At 2nd level, if a Rogue makes their Reflex saving throw (Constitution are also vital because Sorcerers usually do not wear 
take only half damage from an attack, they instead take no dam< ;i rmor while casting spells due to the chance for spell failure and they 
a result of their quick movements. iave very few hit points. 



Uncanny Dodge: Starting at 3rd level a Rogue retains their Dext 
modifier to AC even if caught flat-footed. At 6th level, the Rogm 
no longer be flanked. 



deciding on Your Alignment 

oui character's alignment is an expression of their personality and 
iew ot life. Good characters protect innocent life, while evil charac- 
Weapon and Armor Proficiency: Rogues are proficient with all - m ers lr Y to corrupt or destroy it. Lawful characters are honest, respect- 
weapons and armor, but not shields. u ' °* ' aw ana " tradition, while chaotic characters do things their own 

vay, and are distrustful of authority 

Other Notes: 

Dexterity is key for Rogues; their skills rely on it, and it also provid 1 
the lightly armored characters some additional defense. Intelligence 
also important for certain skills. A foolish Rogue can quickly end up & 




from these scores if they so desire to add more points to their 
1 ^for other ability scores. Otherwise, you start with 25 points to 
°n 1 You can add to this point total by lowering your base score in 
ibility K ee P in mind that a low score in any ability will place your 
hiracter at a disadvantage in some situations. 

ho number of points it costs to raise an ability score can be seen in 
r ble l-5 : Ability Point Costs, below. As you spend your points, the 
,1 the top of the screen decreases. Once you have spent all your 
^ints, click on Next to proceed. 



Neutrality is a balance point between these extremes. Your class ma 
restrict your choice of alignment; only people with certain types of j 
sonalities are drawn to certain professions. Click on an alignment f< 
brief description of each. Select an alignment and click on Next I 
tinue on and choose your stats. 



Table 1-4: Class Alignment Restrictions 


Class 


Allowed Alignment 


Barbarian 


No LAWFUL 


Cleric 


Any 


Fighter 


Any 


Monk 


Only Lawful 


Paladin 


Only lawful Good 


Ranger 


Any 


Rogue 


Any 


Sorcerer 


Any 




Selecting Your Stats 

Now you must assign points to your character's six ability scores 
helps to define what the character is good at. Each ability is descr 
in detail below. You begin with a base of 8 in each ability, plus or 
minus any racial modifiers. If you chose to play either a Cleric, 
Paladin, Ranger, or Sorcerer, the points to raise their Wisdom or 
Charisma to 14 have already been spent automatically to give the 
range of spellcasting potential to begin with; players can freely subtra 



late: You cannot proceed to the 
ext menu until all of your points 
ewe been spent in this fashion. 

hese costs precede racial modi- 
ers, so for example, it only costs 
"o points for an Elf to raise their 
dexterity from 16 to 17, not 
iree points 



i 'trencjth CStiO 
l ^ngth measures your character's muscle and physical power. This 
wlity is especially important for Fighters, Barbarians, Paladins, 
angera and Monks because it helps them prevail in combat. 



Table 1-5: Ability Point Costs 


Ability Score 


Point Cost 


3-14 


1 


15-16 


2 


17-18 


3 



T 
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You apply your character's Strength modifier to: Am CWis) 

• Melee attack rolls vvi J esC ribes a character's willpower, common sense, perception 

• Damage rolls for melee \ ifO£ Compared to Intelligence, Wisdom is more related to 

. Determining your maximum encumbrance level , n d taJJ^ ^ and aware of one , g surroundingS/ while , nte lligence 

* esents one's ability to analyze information. An "absent-minded 
Dexterity CDex) ep fessor M has a low Wisdom score and a high Intelligence score. A 

Dexterity measures hand-eye coordination, agility, reflexes and bal- ' m pleton with ' ow Intelligence might nevertheless have great insight 
ance. This ability is the most important ability for Rogues, but it' a Lzh Wisdom). Wisdom is the most important ability for Clerics, and 
high on the list for characters who typically wear light or medium t >fglso important for Paladins and Rangers. If you want your charac- 
armor (Barbarians and Rangers) or none at all (Monks and Sorcei v r e r to have keen senses, put a high score in Wisdom. 

and for anv character that wants to be a skilled archer. , , lAr , ,. £ . 

ou tl pnly your character s Wisdom modifier to: 

You apply your character's Dexterity modifier to: . Will saving throws (for negating charm person and other spells) 

• Ranged attack rolls, such as with bows . Heal, Listen, and Spot skill checks 

• Armor Class (AC), provided the character can react to the attack , * „ . ... 

- Reflex saving throws, for avoiding/irriw/fe and similar attack, Series, Paladins and Rangers get bonus spells based on their Wisdom 

cores. The minimum Wisdom score needed to cast a Divine spell is 10 
.|us the spell's level. 



• Move Silently, Hide, and Open Locks skill checks 



Constitution (Con) 

Constitution represents your character's health and stamina 



:harisma COna) 

harisma measures a character's force of personality, persuasiveness, 
Constitution increases a character's hit points, so it's important for persona] magnetism, ability to lead and physical attractiveness. It rep- 
everyone, but most important for Fighters. eserrts actual personal strength, not merely how others perceive one 

i a soddl setting. Charisma is most important for Paladins and 
You apply your character's Constitution modifier to: orcerers, It is also important for Clerics, as it affects their ability to 

• Each Hit Die (though a penalty can never drop a Hit Die roll belurn undead. 
1 — that is, a character always gains at least 1 hp each time he or 

she goes up a level) ou a PPty vour character's Charisma modifier to: 

• Fortitude saving throws, for resisting poison and similar thn : * ' j'rning checks for Clerics and Paladins attempting to turn zombies, 
„ i n u i skeletons, and other undead Sorcerers get bonus spells based on 

• Concentration skill checks their charisma scores. The minimum Charisma score needed to 

If a character's Constitution changes enough to alter the Constitute cast an Arcane s P e11 is 10 P lus the s P ell 's level, 
modifier, his or her hit points also increase or decrease accordingly ^jj^y Modifiers 

Tnti>11irr^nr<^ f Tr^n U ^ l1 ^ llitv ' after changes made because of race, will have a -5 to +5 

imemgence urn; 1( , dlHer Table u& Modifiers and Bonus g „ shows the 

Intelligence determines how well your character learns and reasons lodifier for each ability, based on its score. It also shows bonus spells, 
It's important for any character who wants to have a strong assoi t- - inch you'll receive if your character is a spellcaster. 
ment of skills. Animals have Intelligence scores of 1 or 2. Creatui s 
humanlike Intelligence have scores of at least 3. 



You apply your character's Intelligence modifier to: 

• Search, Disable Device, and Spellcraft skill checks 

• The number of Skill Points your character receives each level 



he modifier is the number you add to or subtract from the die roll 

^ vou r character tries to do something related to that ability. For 
o y ° U adcl ° r subtract vour Strength modifier to your roll when 
u ry to hit someone with a sword. You also apply the modifier to 
our r^ Umbers tnat aren't die rolls, such as when you add or subtract 
died e £ enty modiner to your Armor Class (AC). A positive modifier i 
a ^"us, and a negative modifier is called a penalty. 



T 
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Abilities and Spellcasters 

The ability that spells relate to depends on what type of spellcaste r 
you are: Wisdom for Clerics, Paladins and Rangers, and Charisma , 
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0 r 0on^ zirL( ^ Your Character 

are creating a Sorcerer, you will need to pick his or her starting 



I your character automatically also learns several Cantrips as 
Sorcerers. In addition to having a high ability score, a spellcaster *,P e 0ntnps are lesser spells that apprentices learn during training, 
be of sufficient level in order to gain a bonus spell of a given level. afe crea ting a Cleric, the character automatically has access to 
(See Appendix I: Class Level Charts for details.) For instance, th< • y° 
Sorcerer Mara has a 15 Charisma, enough to get one 1 



I mtrips) 

spell and one bonus 2nd-level spell. She will not actually get uV 2r ^ c |j c k again, 
level bonus spell until she is 4th level, the minimum level a Son on 1 
needs to cast 2nd-level spells. 



instance, ttu ^ j eve j Divine spells, as well as Clerical Orisons (equivalent 

bonus lst-l( v, an trips). Left-clicking on any spell selects it. To deselect it, sim- 



)nce you have chosen starting spells, select Next to pick out a minia- 
jre for the character. You have a choice of several models, depend- 
If your character's ability score is 9 or lower, you can't cast spelU tj on vour character's race and class. This is what your character 
to that ability. For example, if Mara's Charisma dropped to 9 bev - 
of a curse, she would not be able to cast even her simplest spells 
cured. This is important to remember even if you are considerin 
ticlassing later on to a spellcasting class. 





Table 1-6: Ability Modifiers and Bonus Spell? 










Bonus Spells (by Spell Level) 








Score 


MoMIMIK 


0 


1 


2 


3 


4 


5 


6 


7 


8 


i 


-5 




Can't cast spells tied to this ability 




2-3 


-4 




Can't cast spells tied to this ability 




4-5 


-3 




Can't cast spells tied to this ability 




6-7 


-2 




Can't cast spells tied to this ability 




8-9 


-1 




Can't cast spells tied to this ability 




10-11 


0 




















12-13 


+1 




1 
















14-15 


+2 




1 


1 














16-17 


+3 




1 


1 


1 












18-19 


+4 




1 


1 


1 


1 










20-21 


+5 




2 


1 


1 


1 


1 








22-23 


+6 




2 


2 


1 


1 


1 


1 






24-25 


+7 




2 


2 


2 


1 


1 


1 


1 




26-27 


+8 




2 


2 


2 


2 


1 


1 


1 


1 


28-29 


+9 




3 


2 


2 


2 


2 


1 


1 


1 


30-31 


+10 




3 


3 


2 


2 


2 


2 


1 


1 


32-33 


+11 




3 


3 


3 


2 


2 


2 


2 


1 


34-35 


+12 




3 


3 


3 


3 


2 


2 


2 


2 


36-37 


+13 




4 


3 


3 


3 


3 


2 


2 


2 


38-39 


+14 




4 


4 


3 


3 


3 


3 


2 


2 


40-41 


+15 




4 


4 


4 


3 


3 


3 


3 


2 



ii iii look like as your party adventures through the dungeons of 
1 [yth Drannor. 

ft ' 

hen enter a name for your character. At this or any previous point, if 
ou wish to make any changes to your character, simply click on the 
ppropriate tab on the left side of the screen or click on the Previous 
Litton at the bottom of the screen. This returns you to that point in 

!m racier creation process. When you are satisfied with your 
noices, click Next to bring up the Character screen. 

l the Character screen you can review your character and see his or 
irting spells, skills and equipment. When you are finished, click 
n Done to exit the screen and save the character to the Character 
ester. 
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Viewing the New Character Screen 

The View Stats screen provides you with detailed information al 0l 
your character's stats, skills, spells and items. 

On the left side of the screen are the character's basic statistics. 
Underneath the name are the number of experience points he or sh t 
has earned, and the number needed to reach the next level. Belt 
are hit points (next to the heart icon), armor class (next to the shield 
icon) and current amount of party gold (next to the coin icon). A rep 
sentation of your character, called the paper doll, shows currently 
equipped items, and is to the left of the list of abilities and each stat 
ability modifier. 

Directly below your paper doll is a box for Effects that may be in pi 
on your character. These Effects can range from spells, with duratia 
listed in parenthesis after the spell name, to poison or level drain. 
Time passes differently outside of combat so durations for effects v\ 
tick down faster accordingly. Spells that have durations might app ( 
multiple times if multiple versions of the spell have been cast on th 
same character; only the highest duration listed is the actual amour 
of time that spell will last. 

The right side of the New Character screen displays one of four 
Information windows - the Inventory window, the Spells window 
the Skills and Feats window, and the Stats window. You can togg! 
between the windows by clicking on the icons along the top of the 
Information window. Above the Information window are your char 
ter's alignment, race, class and level. 

Levels and Experience Points 

Experience points (XP) measure how much your character has lean 
and how much he or she has grown in personal power. Your chara< 
earns XP by defeating monsters and other opponents, as well as fir 
ing secret doors, picking locks, disarming traps, and completing 
quests. When your character's XP total reaches the minimum for a 
new character level, he or she goes up a level. Experience and leve! 
are explained in detail in the section "Gaining Experience" starting 
page 86. 

Hit Points 

Hit points represent your character's overall health. If a character 
takes damage, his or her hit points are reduced. If he or she rest 



[ed/ they increase. When a character's hit points drop to 0 or below 
ghe is rendered unconscious and is dying. At the end of every 



he* 
he Of 

n j there is a chance of losing another hit point, or stabilizing to 
ven j losing any more health. If a dying character is treated by 
, ( ) uM character successfully using the Heal skill or casting a healing 
t ,j| he or she will be stabilized and will not lose any more health. If 
Iniracter's hit points reach -10 or below, the character dies. 

I w h character gains a number of hit points every level, depending on 
j roll of the Hit Die for their class plus their Constitution modifier. 
New characters begin the game with the maximum number of hit 
points for their Hit Die plus their Constitution modifier. Each class's 
Hit Die is listed in Table 1-2: Skills and Hit Dice by Class, starting on 
page 24. When a character attains second level, additional hit points 
are rolled randomly. Hit points for multiclass characters are rolled for 
whichever class the character advances in. 

Armor Class 

Armor Class (AC) represents how hard it is for opponents to land a 
solid, damaging blow on your characters. It's the attack roll result that 
an opponent needs to achieve to hit the character. The average, unar- 
mored peasant has an AC of 10. Armor Class is explained in more 
detail on page 93. 

Gold 

The unit of money in POOL OF RADIANCE: RUINS OF MYTH 
DRANNOR is the gold piece. As your party defeats monsters and 
finds treasure, the total gold for the party is shown here. In multiplay- 
er games, all gold is divided evenly amongst the party members, and 
h character only has their personal gold to purchase goods with. 

Paper Doll 

I his is a representation of the equipment your character is currently 
^ ing. The miniature you selected for the character is the default 
■mage, but armor, boots and other items will be placed over the char- 
acter s clothing to show what type of items are equipped, and the 
'P°n in the paper doll's hand changes as appropriate as well. Slots 
putting rings on your right and left hand and for wearing a neck- 
appear below the paper doll. To the right is a quiver slot where 
1 can place ammunition for a bow. You can change the items the 
L ^aracter has equipped by dragging and dropping them from the 
l,u entory window, described in the next section. 



Statistics 

These are your character's six ability scores, described under 
"Selecting Your Statistics" on page 34. The ability check modifiers are 
listed next to each ability. A green number for an ability modifier in c j, 
cates a bonus, while a red number denotes a penalty. 





The Inventory Window 

The Inventory window lists the items that your character is currently 
carrying in his or her backpack. Any weapons, armor or other iten - 
that the character is wearing appear in the paper doll section of the 
New Character screen, described above. 

Right-click on an item in the Inventory window to find out what it is 
To move weapons or armor from your Inventory to your character 
simply left-click on the item, and hold down the button while drag- 
ging the item onto the appropriate slot on your character's paper doll 
Release the button to equip the item. If the character is already using 
an object of the same type, such as a different suit of armor, the origi- 
nal object appears in the Inventory window. You can equip one suit o 
armor, one pair of boots, one pair of gloves or gauntlets, one necklace 
or amulet, one ring per hand and either a single-handed weapon ami 
shield or one two-handed weapon per character. You can also havi 
one type of missile for your bow ready to fire; if you have nothing in 
this slot you will fire from an unlimited supply of normal arrows. 



The Spells Window 

1 lore, if your character is a spellcaster, you will find a list of all the 
lis they can possibly cast. As a character goes up in level, the spells 
i liable to them also increase. Sorcerers are given a choice of new 
IK at each level, while Clerics, Paladins and Rangers are automati- 
ally granted all their spells for the spell levels available to them. The 

maximum number of spells of each level that the character can cast 
h day is listed along with the current number remaining. Spell 

descriptions can be found in Chapter 5: Lore of the Realms, starting 

on page 98. 




The Skills and Feats Window 

This window lists the skills, feats and class abilities the character | 0 j 
sesses. Skills represent a variety of abilities, and characters imprcr 
them as they go up in level. Skills are determined by class and arc 
described in detail starting on page 85 in Chapter 4: Experience and 
Equipment. Feats are special features of your character that give the 
new capabilities or improve ones they already have. Unlike skills, a 
feat has no ranks. A character either possesses the feat or they don't. 
Feats are also determined by class, and characters receive new feats ( 
they go up in levels. Feats are explained in detail beginning on p 
82, also in Chapter 4. Finally, class abilities are special traits of th< 
class that make them special and different from other classes. Qa 
abilities are detailed in the Ticking a Profession" section, beginning on 
page 24. 




The Stats Window 

The Stats window lists several important statistics for your charack 
Attacks 

There are three numbers in the Attacks category, Base, Melee and 
Ranged. The character's class and level determine base attack valut 
shown in Table 1-7: Base Save and Base Attack Bonuses. Melee att 
is a combination of the Base attack and the character's Strength on 
fier. Ranged attack is the character's Base attack plus his or her 
Dexterity modifier, if this modifier has not been cancelled out by th 
armor your character is wearing. These numbers are added to the r 
you make on a d20 when the character launches that kind of attack 





Barbarian 








Fighter 








Cleric 






^Save and 

Attack Bonuses 


Paladin 




Cleric 




Monk 
Ranger 




Monk 
Rogue 


Sorcerer 


Race 

Saves 

i \ 1 1. 


R Act 
DAot 

Attack 


Base 
Attack 


DAbh 

Attack 


t»J^____ ■ 

+0/+2 


+1 




+0 


+0 


+0/+3 


+2 




+1 


+1 


+1/+3 


+3 




+2 


+1 


+1/+4 


+4 




+3 


+2 


+1/+4 


+5 




+3 


+2 


+2/+5 


+6/+1 




+4 


+3 


+y+5 


+7/+2 




+5 


+3 


+2/+6 


+8/+3 




+6/+1 


+4 


+3/+6 


+9/+4 




+6/+1 


+4 


) +3/+7 


+10/+5 




+7/+2 


+5 


I +3/+7 


+11/+6/+1 




+8/+3 


+5 


I +4/+8 


+iy+7/+2 




+9/+4 


+6/+1 


* +4/+8 


+13/+8/+3 




+9/+4 


+6/+1 


1 +4/+9 


+14/+9/+4 




+10/+5 


+7/+2 


5 +5/+9 


+15/+10/+5 




+11/+6/+1 


+7/+2 


+5/+10 


+16/+11/+6/+1 




+iy+7/+2 


+8/+3 



We; For base attack bonuses, numbers after a slash indicate addition- 
al attacks are possible at a reduced bonus. 

Saving Throws 

As they travel through the perils of Myth Drannor, your characters 
ave ntore to worry about than just taking damage. The paralyzing 
ill h °^ 9 £^ ou '' poison of a naga, and the grasp of a shadow are 
treats whose danger cannot be avoided with a shield or a dodge alone. 
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Stats Window 



Luckily, a seasoned adventurer can survive these attacks through a 
mixture of experience and good luck. 

Generally, when a character is subject to an unusual or magic attach 
he or she gets a saving throw, similar to an attack roll to avoid or 
reduce the effect. This is a ld20 roll plus a bonus based on the affect, 
character's class, level and ability scores. The saving throw statistic 
gives that bonus for each of the three different kinds of saving thro^ 

Fortitude: These saves measure a character's ability to stand up to 
massive physical punishment or attacks against your vitality and 
health such as poison, paralysis, and magic that causes instant death 
Constitution modifies Fortitude saving throws. 

Reflex: These saves test the adventurer's ability to dodge massive 
attacks such as a Sorcerer's fireball or the lethal breath of a dragon. 
Dexterity modifies Reflex saving throws. 

Will: These saves reflect a character's resistance to mental influence 
and domination as well as many magic effects. Wisdom modifie V, 
saving throws. 

Armor Class 

This statistic represents how hard it is for opponents to land a solid, 
damaging blow on the character. It's the attack roll result that an 
opponent needs to achieve to hit your character. 

It is equal to the following: 

10 + armor bonus + shield bonus + Dexterity modifier + size modifi 
+ other modifiers 

Armor and Shield Bonuses: Armor and shield each provide a bonus 
AC. This bonus represents their ability to protect the character from blo\ 

Dexterity Modifier: If your character's Dexterity is high, they are p 
ticularly adept at dodging blows. If their Dexterity is low, they are f 
ticularly inept at it. Note that armor limits your Dexterity bonus, so 
the character is wearing armor, they might not be able to apply theii 
whole Dexterity bonus to their AC (see Table 4-3: Armor). 



Stats Window 



Modifier: The bigger a creature is, the easier it is to hit in combat. 
\ Smaller it is, the harder it is to hit. Since this same modifier 
1 olies to attack rolls, a Halfling, for example, doesn't have a hard 
lpf e hitting another Halfling. Characters in POOL OF RADIANCE: 
jjJJflvjS OF MYTH DRANNOR are medium sized, except for halflings, 

, are small. Size modifiers are as follows: Huge -2, Large -1, 
Medium +0, Small +1. 

Other Modifiers: Many other things add to a character's AC, such as 
honuses from magically enhanced armor and protective spells, 
so, there is an AC bonus for fighting defensively, called a dodge 
his. Defensive fighting is a choice on the Combat Options menu 
{ QtrtND). Any situation that denies a character their Dexterity bonus 
, restricts their dodge bonus. (Wearing armor, however, does not 
limit these bonuses the way it limits Dexterity bonuses to AC.) 

Initiative 

During each combat round, each combatant gets to do something. The 
nbatants' initiative checks determine the order in which they act. 

An initiative check is a roll of a D20 plus the character's Dexterity 
litier; therefore a character's Initiative bonus is usually equal to 

their Dexterity modifier. The creature with the highest initiative goes 
t It two combatants have the same initiative check result, the one 

with the highest Dexterity goes first. 

Check Penalty and Arcane Spell Failure 
Characters that wear armor heavier than leather have a penalty to use 
some of their skills. This statistic gives that penalty, if any. Also, 
Sorcerers that choose to wear armor have a chance of spell failure 
depending on the type of armor they are wearing. 
Both of these statistics are explained in greater detail in the section on 
Armor" starting on page 93 in Chapter 4: Experience and Equipment. 

Movement Rate 

displays how many feet a character can travel in a given round 
an d still be able to take an action in combat. Characters may travel up 
touble this number in a round as a full action, or up to four times 
ls number if running. A character's Movement Rate is affected by 
° Vv en cumbered they are, as mentioned in Chapter 2: Adventuring 
Myth Drannor. The Base Movement Rate for Humans, Elves, Half- 
Ve s, and Half-ores is 30, while for Dwarves and Halflings it is 20. 



Choosing a Party 

Once you have created a few characters, it is time to build your parw 
Keep in mind that a mix of skills is needed for an adventuring grn U p" 
to be successful. You might want to have at least one or two good 
Fighters, an offensive spellcaster and a character who can heal. It is 
also a good idea to have a Rogue, for their skills at finding traps dncj 
opening locks. As an alternative to characters who are very special- 
ized, a Fighter with the majority of her points in Strength and 
Constitution for example, you may want to consider choosing a char, 
acter with good numbers in several abilities, such as increasing the 
Dexterity or Wisdom of the Fighter so that they can effectively multi. 
class as a Rogue or Cleric. This lets you cover all the possible needs 
your party, although multiclassed characters may advance more slo< 
ly due to experience penalties based on that character's favored clas 

Add a character to your party by selecting the character from the ch 
acter roster, and clicking Add to Party. You start the game with up to 
four characters, but there will be opportunities to add NPCs (non- 
player characters) to the party as you explore Myth Drannor. Whm 
NPC joins the adventure, he or she is treated like any other party 
member, and you will control his or her actions. At any one time, the 
maximum number of characters in the party is six. 

When you have decided on your party, select Start Game to begin t 
adventure! 




■ 



Adventuring in 
Myth Drannor 
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ADVENTURING IN MYTH DRANNOR 

Halfway between Hillsfar and Mistledale, in the heart of forest gn>w n ' 
grim and dark with time and tragedy, lie the ruins of Myth Drannor. 
The dead possess the area by night, and a mixture of unsavory chara c J 
ters squabble over the ruins by day. Any who venture into this dan- 
gerous territory must be ready for battle at any time and alert to mor e 
subtle threats, as well. Myth Drannor holds many mysteries, but few jJ 
will willingly share.... 

This chapter should prepare you to lead your party through the dank 
passages and abandoned halls of this fallen city. The rudiments of 
game play are covered in "Basics of the Game" below, and a complete i 
description of the interface can be found in the section "Understanding 
the Adventure Screen" starting on page 56. Details on controlling youi 
characters starts on page 59, under "Managing Your Party" and specific 
information on individual characters and the items they are carrying is given 
in "Knowing Your Characters" on page 62. To jump straight into an explana- 
tion of combat, see "Defeating Your Enemies" beginning on page 66. 

Basics of the Game 

When you start the game the Adventure screen appears (see the sec- 
tion following for details on that screen). 

Who is the Dungeon Master? 

The Dungeon Master is your guide to the dark passages and forgotten , 
secrets of Myth Drannor. He will describe the items you find and the 
areas you explore, communicating with you mostly through text on 
the screen, but occasionally through spoken dialogue as well. As your 
characters perform actions, he informs you of their results. Sometii les 
the information he provides is brief and quickly scrolls off the bottom 
of your screen. For example, as the Dungeon Master is running com- 
bat, successes and failures alike are reported and discarded rapidly 
But be assured,any vital information he gives you can be read at your 
own pace, typically in the upper right hand corner of the screen. 

You would be wise to pay attention to the Dungeon Master. Amidst 
his narratives will be many clues, vital to solving the mysteries of the 
Pool of Radiance! 



C*r* orS 

H , mouse is used to control almost all aspects of the game. The cur- 
f changes as you move the mouse, to reflect the action that will be 
l^n if you left-click on that area. For example, the Move cursor 
-pears when you run the mouse over land the party can walk to, but 
Ranges to the Use cursor when the mouse passes over a barrel that 
go can smash or search. Right-clicking on an area will either give you 
u iic possible actions, additional information on the object you are 
eking on or information about the selected character, known as the 
haracter Menu. This is described on page 62. Occasionally, interacting 
■ \ ith an object will require you to give an object from your inventory, 
i these cases, left-clicking on the object with the Use cursor will cause 
the message "You may attempt to give or use an item" to appear. You 
gtay then right-click on the object to determine how to further interact 
with it. 



Move |f5 

A hen the Move cursor is active, left-click to send the selected 
character, or party, to the designated spot. If you right-click 
while the Move cursor is active, you bring up the Character menu for the 
active character. 

If the characters walk, travel takes longer, but there is more of a 
hance of the party noticing important details such as monsters wait- 
ing in ambush. Pressing the Right Shift key toggles Run mode on and 
off. When characters run, they move much more quickly, but are more 
likely to be surprised by monsters. Even when a character is running, 
they are assumed to be actively searching the area for clues. 

Pressing the Left Shift key toggles Move and Act mode on and off. 
When this mode is on, you can initiate actions from a distance, and 

hit characters will move to that location and then perform the action. 
When this mode is off, your characters will approach items or objects 
that are clicked on but will not perform any further action unless 
directed to afterwards. During Combat, different movement rules apply. 



Transition 

The Transition cursor signifies a movement between levels in 
tr,e game, such as going up and down stairs between dun- 
geon levels. Whenever the cursor is placed over an object that 



a Uows you to move between areas of the game (such as stairs), the 
c ursor will change to a doorway. Left-clicking on such an object, or 



right-clicking and selecting the option from the pull down menu w j 
cause the game to transition to the next level. 



Use 

The Use cursor appears over objects that can be used in some 
way- Left-click to initiate the most likely action - for example 
opening the door. Right-click to display additional possible actions [f 
the party is standing outside a wooden door with an inset, small, 
barred window, the possible actions might include "open," "look" and 
"break open." The Use cursor will only be present if you are standing 
next to an object that can be interacted with in some way, unless the 
Move and Act mode is on. Objects that can be picked up, such as 
treasure, can be left-clicked with the Use cursor to open up the 
Treasure Screen. Right-clicking on the treasure icon will display what 
the treasure contains. 



jesses, some options previously available will vanish while new 
Jnes appear- 

Talk to the locals whenever you can. They will have valuable informa- 
tion f° r y OU/ * tems to possibly sell or trade, or favors to ask . People 
will know that your party has been adventuring in the area, so don't 
hesitate to go back to someone you've already talked with to see if 
they nave a d y i ce f° r your current endeavors. 
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Target 

The Target cursor appears when an action, such as a skill 
being used or a spell being cast, needs to designate a target. 
The Target cursor will have an X through it if the area under the cursor 
is not a valid target for the skill or spell. Left-click with the Target cur- 
sor on a valid subject to use the skill or spell, or right-click to cana I 
the action completely. 

Talk 

Most of the time, NPCs will talk to you when you approach 
them. If you wish to initiate a conversation, move the mouse 
over the NPC. The Talk cursor will appear over any NPC the parts' can 
talk to. Left-click to talk to the NPC or right-click to find out more 
information about them. If the Talk cursor does not appear, the NPC 
has nothing more to say to you at this time, but you would be wis* to 
come back later and try again. Certain NPCs will have new things to 
tell you at later points in the game, so remember those figures who 
seem to possess a wealth of knowledge as you run across them. 

When you have the opportunity to speak to an NPC, the dialogue 
appears in the upper right of the screen while your conversation 
options appear in the lower left. Select one of the options to direct the 
conversation onto that topic. Left-clicking on the responses will for- 
ward you onto the next piece of the dialogue. Use the Space Bar u 
continue the dialogue and bring up further topics. As the conversation 



Attack 

The Attack cursor appears both inside and outside of com- — 
bat when the cursor passes over a hostile NPC. During 



jombat, the cursor only appears when the selected character is close 
enough to the target to launch an immediate attack or if Move and Act 
i S turned on. Outside of combat, you can left-click on any hostile NPC 
in the area with the Attack cursor to begin combat. If you right-click, 
limited information about the target is displayed. Note: a left-click on 
a sword cursor may also cause an enemy to initiate dialogue and such 
lialogues often result in combat - but you may find out a useful tidbit 
t two. But be careful, allowing an enemy to draw you into a long 
onversation may result in more enemies joining the ensuing combat. 



Trade/loin Party 

At times you will be given the option to trade with other 
characters, or have new characters join your party. Placing 
the cursor over the person to trade with will bring up the 
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trade menu. Items may be bought by left-clicking and dragging them 
nto the appropriate character in your party. To sell items, left-click on 
ur party member who wishes to sell items, then left-click and drag 
the item to the trader. The gold you receive for the sale will be added 
to the total party gold. Right-clicking on any item in the trader's 
inventory will display information about the item and its cost. 

' Have a character join you, left-click on the figure and they will be 
tdded to your party, as long as there is a slot available. Remember, the 

aximum number of characters for your party is six. If you encounter 
on NPC you would like to add, you may need to remove a character 
\ our party first. Right-clicking on them brings up limited infor- 
^tion about the character. 



No Option 

When the No Option cursor appears, nothing can be done 
with that area. It cannot be moved,used or attacked. If you 
left-click, nothing happens; if you right-click, the Character menu 
appears. 



Select 

The Select arrow appears over game interfaces like control 
panels and other selectable objects on the screen such as 
your party members. Left-click to select whatever is under the cursor. 




Indicators 

Indicators are on-screen overlays that 
provide more information for you. 
Most indicators are turned off by 
default, except during combat. To turn 
indicators on, simply press the Left Alt 
key. This will display a set of colored 
rings that correspond to the character's 
color on their health bar. The number of rings give you an idea of how 
healthy the character is: three rings means within 1/3 of full health, 
two rings means within 2/3 of full health, and one ring means the 
character is on their last 1/3 of hit points and nearing unconsciousness. 

Loot Icons 

Throughout the course of the game players will encounter a vast array 
of treasure. To help players identify what type of treasures they may 
have found, loot icons have been placed in the game. There are thr e 
basic types of loot icons: the sword and shield icon, the coin icon, and 
the bag of gems icon. The sword and shield icon refers to weapons or 
armor that may be present in the pile. The coin icon refers to gold. The 
bag of gems icon refers to a mixed assortment of coin, wands, staves, 
potions, gauntlets, boots, and other non-weapon related items. Right- 
clicking on any loot icon will reveal the contents in the pull down menu. 
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Left Shift 
Right Shift 
Left Alt 
Right Alt 
Numpad Enter 

Esc 

Space Bar 

Fl 
P 

CNTL+K 
Arrow keys 



Brings up the basic popup menu for the selected 
character. The popup menu system is described 
starting on page 62 

Brings up the Character Sheet for the selected 
character. This is explained on page 63 

Brings up the Skills popup menu for the selected 
character 

Brings up the Inventory popup menu for the selected 
character 

Brings up the Arcane Spells popup menu for the 
selected character, if the character can cast 
Arcane spells 

Brings up the Divine Spells popup menu for the 
selected character, if the character can cast 
Divine spells 

Brings up the Combat Options popup menu for the 

selected character (in combat only) 

Toggles Move and Act mode on and off 

Toggles Run mode on and off 

Toggles Indicators on and off 

Toggles dice rolls on and off 

Toggles Group Movement mode on and off when the 

party is not in combat 

Skips a movie in progress; brings up the In-Game 

menu described on page 56 

Skips a movie in progress; advances dialogue; skips 

the rest of the current character's turn in combat 

Shows in-game keymap 

Pauses/Unpauses a movie in progress 

Boots a player in a multiplayer game 

Provides secondary control of the camera, allowing 

you to change your view of the map, separate from 

your party's movement. 



addition to these hotkeys, you can map commonly performed 
j^tions to the function keys (¥2 - ¥10). Each character can have up to 9 
hotkeys assigned to commonly used spells, skills, or combat abilities. 

1 Hap a function key to an action, simply press and hold the CTRL 
* e y along with the function key you wish to map to (¥2 - ¥10). 
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Understanding- the Adventure Screen 

The Adventure screen is your window into the Forgotten Realms. Tk> 
majority of the screen is the Adventure Map, showing the world you r 
characters are exploring. 

Dialogue from the NPCs (appearing in white), descriptions from the 
Dungeon Master (appearing in blue), and other game information i s 
overlaid on the Adventure Map. Press the Space Bar, the Enter key, or 
left-click on the mouse to read through the information and continue play. 

In the lower left corner of the Adventure screen, there are several icon; 
in a control panel that access the In-Game menu, open the Quest Log, 
show the time of day and bring up the Maps screen. These options are 
described in the following pages. 

In the lower right of the screen is another panel that helps you control 
and keep an eye on your party. This second panel is described in detail 
in the section "Managing Your Party" on page 59. 

Clicking on either the up or down arrows on each of these menu panels 
will cause them to minimize or resume their normal state as appropriate. 

The In- Game Menu 

Click on the Pool of Radiance symbol in the left control panel to pause 
the game and open the In-Game Menu. From here you have several 
options: 



Load Game 

This brings up the Load Game 
panel. Select the game you wish 
to play and click on Load You will 
discard your current game and resume the saved one. 

Save Game 

This brings up the Save Game panel. Type a name for the saved game 
in the slot, or click on a name in the list to save over a previous game, 
then select Save . You should save often; the Forgotten Realms are 
fraught with danger, and especially in Myth Drannor, disaster could 
be waiting around every corner. If disaster strikes and you forgot to 
save, check the Load Game panel anyway. POOL OF RADIANCI 
RUINS OF MYTH DRANNOR autosaves your game right before \ ou 
enter a new area. 
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Gain e Settings 

^ s opens the Game Settings panel, described under "Game Settings" 
on pag e17 - 
Quit Game 

j [us exits the current game and returns you to the Main Menu. 
Resume Game 

I It is exits the In-Game Menu and returns to play. 
Keeping- Track of Quests 

As your party adventures and encounters other inhabitants of Myth 
Drannor, a variety of quests will be offered to your characters, ranging 
from simple favors to solving the mystery of the Pool of Radiance 
itself. In order to keep track of your 
progress on various missions, you 
can access the Quest Log by clicking 
on the book icon in the left control 
panel. This pauses the game. 

On the left side of this screen is a list 
of your current Quests, missions 
you have not yet finished. Click on a 
quest's name to view the latest infor- 
mation your party has encountered so far relating to that quest. You 
can use the arrow buttons to scroll either the quest list or the quest 
details. You may also review quests you have completed by clicking 
on the Review Accomplishments section of the quest log. When you are 
pushed, click on Close to return to the Adventure screen. 
Keep in mind as you solve these quests, that once you have solved the 
mystery of the Pool of Radiance, the game isn't over. You can continue 
to adventure in Myth Drannor, completing any tasks left undone, or 
just exploring the area thoroughly. Your characters will continue to 
accumulate experience points and go up levels. You can also use these 
characters in new adventures with your friends by playing multiplay- 
er games, described in detail in the next chapter. 

Tcllincj Time 

Although the problems in Myth Drannor are quite urgent, there is no 
Specific date by which all problems must be resolved. Therefore, game 
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rime is tracked only as a series of day and night cycles. The third i< n 
in the left control panel shows the relative position of the sun, giving 
you the approximate time of day. 

Also, the lighting of the world changes as dusk turns to night and 
dawn to day. When the sun goes down, be wary, for sinister monsters 
flourish in the shadows. Unless you need to travel by night, you may 
wish to rest in a secure location, safe from the hands of the undead 

Viewing the TWaps 

As your party travels the world, maps of the areas you explore are 
automatically created. You can view these maps at any time by click- 
ing on the Map icon in the left control panel. This brings up the Maps 
screen. The map of the area you are presently exploring is shown by 
default, or you can click on Current Map to bring it up in the Map 
window. Click on World Map to bring up the map of Myth Drannor, 
showing how much you have explored thus far. 

The region's name appears at the top of the screen. You can zoom in 
and out on the map by clicking the + and - symbols, and you can 
scroll around by left-clicking and dragging the map to reveal the an as 
you are interested in. You can also view 
other maps within a multi-level dungeon 
or building by clicking on the arrows 
located to the right of the Map View 
window. 

You can add a notation flag to the map 
by left-clicking on the Note icon (a flag) 
and dragging the flag to the place on the 
map you wish to label. Releasing the flag 
opens a text window, where you can type in any comments you have. 
This text may be no more than four lines worth of type on the screen. 
To read the notes you've made, right-click on the flag on the map and 
the window appears. You can read the notes, or you can edit them by 
backspacing through existing text and inserting new notes. You can 
move the location of a flag that is already placed by left-clicking on it 
and dragging it to the new location. To delete a flag you've placed, 
left-click on it and drag it off the map. 




^anacjing Your Party 

j H > panel in the lower right corner of the Adventure screen allows 
oU to keep an eye on your party's health and control their movement 
j^y selecting the leader and setting a movement formation. You can 
|go order your party to rest from this panel. 

party Health 

ftie colored bars on the left of the panel display each character's health., 
[fa character's bar is full, they have all their hit points. As the character 
takes damage, the bar lowers. If the bar empties, the character has fallen 
unconscious and may soon be dead. Keep in mind that just because two 

meters' bars are the same level doesn't mean they both have the 
same number of hit points remaining. If a Fighter has a maximum of 60 
hit points and a Sorcerer has a maximum of 30 hit points, and their bars 
are both at half, the Fighter has 30 hit points remaining, while the 
Sorcerer has only 15! 
Characters can gain back hit points 
v resting or being healed. See "Hit 
Points" on page 40 in Chapter 1: 
Building a Party for more 
information. 

Vou can use the health bars to select individual characters, simply by 
eking on them. You may also use them to target a character with a 
I or a spell; select the skill or spell, then target the cursor over the 
alth indicator of the character you wish to affect. 

Follow the Leader 

the leader of the party is indicated by a triangle under their health bar. 
the leader is the active member of the party, and when the characters are 
Group Formation, described below, they follow the leader wherever 
r she goes. You can make any character the leader of the party by 
king and dragging the triangle underneath their health bar. Players 
may find some advantages in choosing who is the leader of their party. 

Group and Individual Formations 
All the characters in the party are represented on screen at all times. 
Usually, they appear tightly grouped, reflecting that each is following 
the leader of the party. While in this grouped formation, all members 
°f the party are treated as one; only one click is needed to command 
them to move, and they all move as one unit. 

At times during adventuring, the party comes upon areas of the world 
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that must be cautiously investigated. At these locations, it can be use- 
ful to separate the party into individuals, so that the stealthiest char ac . 
ter can scout the area out alone. You can divide the party into 
Individual mode at any time simply by clicking on the Group/ Ungroup 
button on the far right of the panel or by pressing the Enter key on 
the Numlock pad. Note that the party automatically switches to 
Individual mode when it enters combat. 



In Individual mode, movement orders are given only to the selected 
character. Characters do not take turns unless you select the characters 
one at a time. Solitary characters are extremely vulnerable to being 
ambushed and surrounded by the enemy, therefore, your characte 
will not be allowed to move more than one screen away from each 
other. You can join the party back together by clicking on the 
Group/Ungroup button again. 

When the game begins, up to four characters in the party are organ- 
ized into a diamond formation based on the order of who was added 
to the party when. As characters are added to the party, they are 
inserted into the formation where one slot dropped a previous charac- 
ter, or the "end" of the current formation. You may change the forma- 
tion at any time by switching to Individual mode, rearranging the 
characters into the preferred formation, then clicking the Save 
Formation button, located in the lower right panel above the Rest 1 it- 
ton. When you switch back into Group mode, the party will move in 
that formation. This allows you to designate which characters take 
point, which are rear guards, and which are protected in the middk of 
the group. 

When the party needs to move through a space that does not accomn >- 
date the formation, for example, a corridor requiring a single file, the 
characters will move through the narrow space in a "first come first 
served" order. If you want to change this ordering, you will need to 
switch to Individual mode, line the characters up, then save the forma- 
tion and re-group. The party will then march in single file, in the spec 
fied character order, until you change the formation again. 

Rest for the Weary 

In order to heal and memorize spells, characters must rest. The partv 
always rests for eight hours at a time, unless disturbed. If they an 
awakened prematurely, they will be fully healed and have regained all spells- 
It is assumed that watch is rotated among the members of the part\ 
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ur partv is disturbed while sleeping, the character on watch is 

and available for combat immediately. Others wake up accord- 



in g to a combination factors, including whether they are attacked and 
injured. Once they awaken, they 
an join combat immediately. 
Mote that a character who is 
already awake may strike a 

, n -Jamaging blow on his or 
her turn to awaken another 
party member. This is a 
ombat Option. 




Since Myth Drannor is a mon- 
ster-infested ruin, not everywhere is a safe place to rest! The closer you 
are to monster lairs or other danger zones, the more likely your party 
will be awakened in the night by a sneak attack. The Rest icon (tent) in 
the lower right panel switches color as the area becomes more safe to 
rest in. Red icons indicate areas so unsafe that your party cannot sleep. 
Yellow indicates an area you can rest in, but is still susceptible to 
ambushes. When the icon is green, usually inside structures, shelters, 
caves, or other hidden enclosures, it is completely safe to camp. 

When indoors, finding a good resting spot is generally a simple affair: 
if the area is clear of monsters, the party can rest. To a degree, common 
sense in observing the surrounding circumstances determines if rest- 
ing is possible. If you can hear the monsters growling through the 
irehway to the right, to encamp there would invite attack. On the 
other hand, if the party has just cleared a single room with only a 
ecret door for an exit, and the door is shut, it is likely they will be 
mdisturbed while they rest. 

Adding Members to the Party 

As the partv adventures, NPCs may sometimes wish to join the party 
for protection, for help in their quests, or for other reasons known only 
to them. When you encounter an NPC who wants to join up, you'll 
have the option to add them to the party, but it's not required. Often 
he character loiters in the area for a while, or tells you where they can 
be found if you later change your mind. 
If the 

party already has six characters in it and you wish to add an 
NPC, you must remove a member of your party first. If you remove a 



character you created from your party, that character will remain i n 
the area for a short time, but once you leave the level, they are 
removed from the game entirely, since they head off to find a ditt 
group to adventure with. 

When an NPC joins the party, he or she comes under your control i s 
full member of the adventuring band. You will have access to their 
inventory, and their money is added to the party's pool. You may re- 
equip newly added characters as you see fit. 

If you choose to remove an NPC from your party, he or she will si 
in the area for a while and then return to a safer location in Myth 
Drannor. You may then stumble across them at a later time in the 
game, at which point they may join your party if you so desire. 
However, their equipment will be different from when you left them 
so be aware of what you leave with NPCs you remove from your band. 

Knowing Your Characters 

Understanding and utilizing your characters' individual abilities v\ ill 
be a key part of success or failure during your quest. In particular, tak- 
ing the time to become familiar with the menu system will save valuable 
seconds in combat later. 



The Character Menu 

You can have full access to your 
characters' skills, abilities and 
inventory at any time simply by 
right-clicking on their miniatures on 
the Adventure Screen. This opens 
the Character menu for the selected 
character, with their name, current 
hit points and armor class. From 
this menu you can also select from 
one of the options explained below. 
Keep in mind that some options are 

not available at all times. For example, the Combat Options menu 
only available during combat, and some spells and skills can only be 
used in combat, or only when the character is not in combat. Spell^ or 
skills that can only be used in combat will only show up in a player's 
list during such an occurrence. 
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^aracter Sheet 

Character Sheet is very similar to the View Character screen 
jggcribed on page 40 of Chapter 1: Building Your Party. The key 
jifferences include the Drop icon, which allows you to remove items 
from V our inventory, and the row of party miniatures along the bot- 
tom of me screen ' which let you quickly switch between Character 
sheets or trade items among party members. However, such swapping 
gtvveen characters may only be performed outside of combat. 

Remove from Parry 

his option removes the selected character from the party. Any of the 
character's items that are not first moved to other party members are 
^en with them. Characters that are removed from the party often 
remain in the area for a short time, just in case you change your mind. 
ryrpCs will often tell you where they intend to go if they are asked, and 

on may be able to find them later. However, characters that you cre- 
ate and later remove from the party will wander off in search of other 
opportunities for adventure if you leave the area (for example, going 

i another level of the dungeon). These characters are lost forever. 

Inventory 

If you select [I]nventory, a submenu appears, breaking the character's 
inventory down into its subcategories: Weapons, Armor and Magical 
Items (potions, rings, wands, etc). Choosing one of these submenus 
Bens a list of the specific items in that character's inventory. Once 
that list is on the screen, selecting an item acts as it would from the 
Inventory window of the Character Sheet. For example, if you choose 
as follows: Inventory/ Weapons/ Long Sword, the game swaps the 
long sword for the weapon the character is currently using. Now the 
character is armed with the long sword. Similarly, if you select a 
potion, the character drinks it, or if a scroll is chosen, the character 
reads it. Keep in mind that some items, such as wands and staves, 
must be equipped before they can be used. To use such an item you 
may have to select it twice from the Magical Items section... once to 
equip it and a second time to use its power. Currently worn and 
ielded items appear with a + sign next to the name. Items whose 
ttne might be longer than the pull down window can be moused 
to extend the name of the item in a floating window. 

Skills 

^ brings up a list of the currently usable skills for the character, 
"•^ct a skill from the list, then click on a target on the Adventure 



Screen to use the skill. A character's skills depend on his or her chi 
and level. Skill descriptions can be found starting on page 79. 



Divine and Arcane Spells 

Similar to the Skills option, these choices bring up lists of the charac- 
ter's available spells, if any, organized by level, in both types of magi c 
The number of spells available to the character is set by their level, 
class and ability scores. Click on a spell name to cast the spell. Spell 
descriptions can be found starting on page 101. 

Combat Options 

This menu item is only available during combat. Combat Options are 
explained thoroughly, starting on page 67. 

Your Character's Backpack 

Each character is assumed to be carrying a backpack that holds their 
items and equipment. This pack is represented in the game by an inven- 
tory grid of squares displaying the backpack's contents. If a character's 
grid ever becomes full, a 2nd page is created, accessed by the down 
arrow to the right of the grid. In order to move objects from one page to 
the other, you must first make room in the destination page, drop the 
item you want to move, and then pick it up again. Multiple pages can 
exist depending on how much equipment that character is currently 
holding. Once you are in your inventory, you can use and manipulate 
inventory items in several ways. 

Using Items 

To equip a character, drag an item from the inventory grid onto your 
character's paper doll. Items such as armor and boots automatically 
appear on the character. If the character is already wearing the sort of 
item being equipped, the two are swapped, and the item previously 
being worn is placed in inventory. The same rule applies to weapons, 
wands and shields: one swaps for the other. Two-handed weapons are 
a special case: equipping a two-hand- 
ed weapon may cause both a one- 
handed weapon and a shield to go 
into inventory. Bows are considered 
two-handed weapons. 

Items such as rings and amulets 
must be placed in appropriate "in 
use" boxes associated with the part of 
the body such items are worn on. In 
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tfie case °^ P utnn 8 on an amulet, if one is already being worn, the two 
-vvap- T pe player may also drag a ring to a particular hand slot, and if 
^at slot already has a ring on it, the two swap, as with amulets, etc. 

potions are useable simply by selecting the item from your inventory 
■rid dragging it onto the paper doll. Other consumable items, such as 
^lves and scrolls, must be used from the main game screen, using the 
Magical Items submenu under Inventory. 

jgflis that cannot be equipped nor consumed are assumed to be in 
your character's hand when they are needed. For example, if a key is 
needed to open a locked box, and you have the key, simply right-click- 
ing on the box gives you the option to open the box. If you try to open 
the box and you don't have the right key, the Dungeon Master will let 

hi know that a special key is needed. Once doors or objects that 
require a key have been opened, the key is automatically removed 
from your inventory. 

Certain items cannot be used by select classes. If you ever try to equip 
.in item for which your class is restricted from using, a dialogue box 

ill appear informing you of this fact and the item will not be 

quipped. 

To trade an item from one character to another, click on the item in 
inventory, and drag it to the miniature of the target character. To drop 
an item, drag it to the Drop icon. This removes the item from invento- 
v and leaves it on the ground. Keep in mind that items that you drop 
may not be there when you return. It might be better to find someone 
to sell your excess items to, rather than lose them to the local inhabi- 
tants. Be careful what you sell! Merchants stay in business by reselling 
items - an item you choose to sell may not be available to purchase 
back later. 

Encumbrance 

I items have both bulkiness and weight. When a character is carry- 
; too much weight it slows them down, making it hard for them to 
act with much speed and agility. This is known as encumbrance. The 
ger a character's encumbrance, the more slowly and awkwardly 
ey move around in combat. As part of managing inventory, you 
gist decide if it is worth it to have your characters lug around large 
"Umbers of heavy items, or rather carry only what they need. Of 
^Bu*se, if you've found items that are valuable, but which you don't 
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currently need, you have a dilemma. You can attempt to hide the 
objects for a short time, but there are many other beings wanderii 
around the dungeons, so there is a fairly good chance that your hi 
will be raided if you venture too far away, or descend to a different 
level of the dungeon. 

One way to manage your party's encumbrance is to sell your extrane- 
ous equipment whenever possible. Gold does not add to encum- 
brance. 

Defeating Your Enemies 

Dangers lurk around every corner in the sunken passageways and 
shattered buildings of the Stillwater. Battle is a foregone conclusion, 
and you would be wise to prepare yourself as completely as possible. 
The following sections describe the combat system for POOL OF 
RADIANCE: RUINS OF MYTH DRANNOR. 

Entering Combat & Initiative 

Combat is entered when one or more of the party members ventu s 
within range of an enemy, either deliberately or accidentally, or when 
you initiate an attack by clicking on an opponent with the Attack cur- 
sor, or sometimes when conversations turn unfriendly. 

Combat is a special case of the Individual formation. If the partv i 
grouped, it immediately enters combat in the formation in which it 
was set (See Group and Individual Formations on page 59). Once the 
party is in Individual formation (or if it already is), gameplay becomes 
"timed initiative based," with the turn order determined by initiati e 
die rolls. 

At the beginning of each combat, initiatives are rolled for every com- 
batant in the combat, adjusted according to their Initiative bonus. I he 
initiative order that is generated lasts for the entire combat. It can 
seen at the upper left of the Adventure screen, with red dragon-h< I 
icons representing enemy attackers in the initiative order. The current- 
ly active character is highlighted. 

In order to maintain the pace of the combat, each character is allot ted 
a certain amount of time in which to take an action. A thin green line 
underneath the cursor that shrinks as the time counts down represents 
this. If the time window expires before an action is chosen, the game 
moves on to the next character in the initiative order, ending the cur- 
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^nt character's turn. This time window can be set in the Game Setting 
panei detailed on page 17. For a list of possible combat actions, see 
t*;low. 

Combat Actions 

fhere are many different things your characters can do during combat. 
^ partial list includes: 

. Move 

. Attack 

• Defend 

. Cast a spell 

• Use an item 

• Interact with environment (openin^closing doors) 

• Go into inventory 

• Awaken a parry member 

• Use a skill (including Heal) 

Most of these options are accessible from the character popup menus 
explained in the section "Knowing Your Characters" starting on page 
2, Tab opens the Character Menu, S opens the Skills menu, / opens 
he Inventory menu and D and A open the Divine and Arcane spells 
oaenus. Press C during combat to open the Combat Options menu, 
detailed below. The rest of the actions can be performed using the var- 
ious cursors described on page 51. However, some of these cursors act 
somewhat differently during combat than they do during normal play. 
Note: Items cannot be picked up during combat. Bear this in mind 
when deciding to drop something from the Inventory screen. 

he Combat Options menu is available during combat on each charac- 
ter's turn by pressing C or by right-clicking on the selected character 
and selecting Combat Options from the Character Menu. It lists possi- 
ble combat actions besides simply moving or attacking. 

Defend 

ftis option instructs the character to concentrate on his or her own 
defense. This grants the character a +4 bonus to their Armor Class for 
that round, making them harder to hit. Armor Class is explained in 
re detail on page 93 in Chapter 4: Experience and Equipment. 

Delay 

his option delays the character's turn until the end of the combat 
r °und. This can be a strategic choice; sometimes going first isn't as 
Suable as going last. For example, you might delay the actions of 



your Fighter until after your Sorcerer has cast her SLEEP spell. This 
allows the Fighter to attack an opponent that wasn't affected by the 
spell, instead of an enemy at random. Any character that delays, how. 
ever, will always act at the new place in the initiative order unless the v 
use the Refocus ability explained below. 

Refocus 

This option requires the character to give up all actions and movement 
for that turn while they look around and appraise the flow of the bat- 
tle. After they complete this action, the character moves up in the ini- 
tiative count, and is positioned as if they had rolled a 20 on their initio 
tive roll. This advantage remains until the end of the combat. 



Awaken Party Member 

This option allows the character to 
awaken another party member 
who is sleeping either because of a 
magical effect, or because of a sur- 
prise attack while the party is 
camped for rest. Awakening a 
party member requires the charac- 
ter to strike a non-damaging blow, 
so the character must be fairly 
close to their intended target. 




Special Combat Options 

In addition to the options described above, other choices may be avail- 
able in the Combat Options menu as special attacks. These attack 
part of the character's class abilities, or special feats, and therefore are 
described under each class in the section "Picking a Profession" stall- 
ing on page 24 in Chapter 1: Building a Party or under "Feats" begin- 
ning on page 82 in Chapter 4: Experience and Equipment. 

Movement in Combat 

During combat, movement is different from normal play. The Mo- 
cursor is used to indicate whether a specific destination is within the 
character's movement range for that turn. If the Move icon is a walk- 
ing stick figure with a plus sign, the area is within the character's 
range which enables the character to still take an action such as mak- 
ing an attack or a second move. If the Move cursor is a walking stick 
figure, without a plus sign, moving to the selected area will take all 
the character's actions for that turn. If the Move cursor becomes a run- 
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stick figure, moving to that area will cause the character to run 
the maximum distance they can move in a round. Characters that run 
lose their Dexterity bonus to AC for that round. If the Move cursor 
^xxs to the No Option cursor, the distance is too far for the character 
travel in one turn. 

Special Combat Situations 

There are several special circumstances that can arise during combat 
flowing a combatant to get off a special attack. Often these attacks do 
more damage than normal attacks. 

Attacks of Opportunity 

In melee, if an opponent breaks off combat to take another action (cast 
a spell, fire a missile weapon, use an item), the attacking monster or 
character receives a "free" attack, known as an Attack of Opportunity, 
jhese can be devastating to your party if you don't take care to avoid 
them whenever possible. Keep your spellcasters out of hand-to-hand 
combat, and have your Fighters focus on a single opponent until the 
they are killed before moving on to the next. Note that pivoting in 
place to face another opponent does not constitute breaking off fight- 
ing in this way, and therefore does not result in an Attack of 
Opportunity. 

Sneak Attacks 

All attacks by Rogues against an opponent who does not receive a 
Dexterity bonus to Armor Class are called Sneak Attacks and do extra 
damage to their target. (Note that in the first round of combat, the 
opponent receives no Dexterity bonus if attacked before its initiative 
has come up.) It is easiest to get off a Sneak Attack by making sure the 
target is engaged in combat with one or more of your party before 
bringing in your Rogue to attack their undefended back. 

Critical Hits 

If any attacking character rolls within the threat range for the weapon 
they are using (usually a natural 20), followed by another successful 
attack roll, he or she is assumed to have made a "Critical Hit." Like 
Sneak Attacks, Critical Hits require that the character be able to locate 
the target's vital organs in order to deal extra damage to an opponent, 
potentially killing them in a single blow. Creatures such as constructs 
and undead, however, lack vital organs and are immune to this extra 
damage. There are some common weapons that only require a 19 to 
vitiate a critical threat, and the Improved Critical feat can decrease 
that minimum threat number to 17! 



Character Damage and Death 

A character does not die immediately when his or her hit point total reach, 
es zero or lower. Someone whose hit point total goes negative is still alive 
but unconscious and bleeding. If the character is bleeding, or losing hit 
points, he or she must be tended to quickly to prevent bleeding to death. 
A bleeding character loses one hit point per round until bandaged or oth er 
wise stabilized; there is a 10% chance each round for a bleeding charac , 
to stabilize naturally. When a character reaches -10 hit points they die. 
Successful use of the Heal skill or a healing spell will stabilize a character 
that is dying. It healing spells increase the character's hit point total to 
greater than zero, the hurt character becomes healed enough to resuim 
lighting. You can ascertain the status of a fallen character by right-clicking 
on them on the Adventure Screen. Dead characters can only be brought 
back to life by casting a Raise Dead or Resurrection spell; normal healing 
spells will not bring them from 'dead' to 'unconscious.' 




When a combat ends, characters that are bleeding and unconscious must 
be treated immediately, or they may still die. An unconscious but stabilized 
character must rest or be healed with spells or salves to become conscious 
again. Other lasting effects, such as poison, paralysis, fear, and so on either 
remain with the affected character until removed, or do progressively more 
damage until the character's hit point total reaches zero. At that point, 
unconsciousness occurs and the effect remains present. Characters so 
affected must have the effect removed directly by a Cleric. 

If a party member does die, you can choose to remove the character from 
the party using the right-click Character menu. However, if you do thi 
the character disappears from the game and can never be raised or 
reclaimed. A dead character can be raised if the party finds the appropriate 
spell, or if a powerful NPC can be found to cast the spell. 
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CHAPTER 3: 
PLAYING WITH FRIENDS 

As any map of the continent will reveal, there is no true end to am 
road. Waterdeep, Calimshan, Hillsfar and Shadowdale, all are connect- 
ed by some path, though the way may be hard or steep. For those who 
seek it out, the frozen tundra to the north, the steaming jungle to the 
south, and everything in between can reveal an opportunity to ad 
ture. Of course, some find it easier to take on a quest than to succeed 
at it, but most who survive are drawn to new challenges again and 
again until their time or their luck runs out. If your road leads you to 
Myth Drannor you had better bring all your friends. 

If you've completed the single player campaign and are looking for 
new challenges, or if you just want to have fun adventuring with your 
friends, POOL OF RADIANCE: RUINS OF MYTH DRANNOR provides 
you with an ever changing multiplayer gaming environment, playable 
over either the Internet or a Local Area Network (LAN). 

Before you begin a multiplayer game, make sure each player's com- 
puter meets the system requirements listed on page 13. To take part in 
a multiplayer game, each player must have POOL OF RADIANCE: 
RUINS OF MYTH DRANNOR installed on their computer, and thi 
game CD must be in their CD-ROM drive. 

Note: Multiplayer in POOL OF RADIANCE: ROMD is handled by 
using a single player's machine as the server. This player is the host or 
creator of the game. For optimum gameplay, it is a good idea to have 
the person with the fastest Internet connection or most powerful com- 
puter system create the game. 

Joining- a A/Vultiplayer Game 

To join a multiplayer game over the Internet or Local Area Network 
(LAN), click on Multiplayer Game from the Main Menu, then select 
Join Game. This brings up the Join a Multiplayer Game panel. POOL 
OF RADIANCE: RUINS OF MYTH DRANNOR automatically sea 
for games (servers) on any LAN you may be connected to. Any games 
it finds appear in the list in the center of the panel. If the game you 
want to join does not appear on the list, enter the IP address of the 
person hosting the game in the Server Address area. You must kn< 
the IP address of the game creator in order to play over the Internet. 
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g^ter a name for yourself in the Player Name area. If the game is pass- 
word protected, you will be prompted to enter the password in the 
p A $SWORD area. Select the game you want to join from the list, and 
0n on Connect to connect with the server. When a connection is 
fnade/ the Character Arbitration screen loads. 

fhe game's host will select a slot for you, and your name will appear 
a t the top. A default character will be assigned to each slot. Click on 
the Character button to see a list of your available Player Characters; 
pick one then click on Select to choose the character. If there are less 
than six players and your host assigns you multiple slots, you can play 
more than one character. 

tfote: The characters listed are available in the state of their last save, 
be it from single player or multiplayer. For example, if your character 
is 5th level and you increase his or her level to 7th level in either 
game, the next time you join a multiplayer game your character will 
be listed as 7th level. This does not affect the states of characters from 
saved games in multiplayer however. To play a new character in mul- 
tiplayer, you must first create a character exactly as described in 
Chapter 1: Building a Party on page 20. 

Important: You can not take characters from multiplayer into single 
player. 

Now you must wait while the game creator decides whether to allow 
you to play that character or not. You can chat with the other players 
in the room by clicking in the chat text area at the lower-left corner of 
the screen and typing in a message. Press Enter to send the message; 
all the players in the room will be able to read it. 



CONNEC TIONS 

LOG OUT 

LAUNCH GAME 

ENTER CHAT TEXT 




Once all the players in the room have chosen characters and the ga 
host has approved them, the game will begin. 



Creating a Multiplayer Game 

To create a multiplayer game select Multiplayer Game from the Main 
Menu, then click on Create Game. This brings up the Create a 
Multiplayer Game panel. Enter a name for your game in the Session 
Name area. Then enter a name for yourself in the Player Name area. If 
you want to be sure only certain players will be able to join your 
game, you can enter a password for the game in the Session 
Password area. You must give this password to all your players. 
Next choose whether you want to start a New multiplayer game, or 
Load a saved game. 

Loading a A/lultiplayer Game 

Loading a multiplayer game means you resume the game from your 
last save point, exactly like a single player game. The host may assign 
more than one character to the same player depending on how many 
people are available to play. 

Starting; a New Multiplayer Game 

If you choose to start a new multiplayer game, the Character 
Arbitration screen appears immediately. Here you must wait for your 
players to join you, and choose your slots. If you want to play several 
characters, unlock those slots first and choose your PCs to play. 
The host's IP address will appear at the bottom of the screen. This 
information needs to be communicated to the other players so that 
they can join your game. 

To allow a player to join your game, unlock an empty slot by clicking 
on the lock icon next to it... Then click on the player name for that slot 
and select a player from the list to control that position. The player 
then chooses their character for the adventure. 

Once a player chooses a character, you have the right to accept or 
reject their choice. Click on the magnifying glass icon to open the 
Character screen, which is described in detail on page 40. From thi: 
screen you can view the stats, spells, skills and items that the character 
possesses, to make sure it fits in with the game you want to play. 
When you Close the Character screen you are asked whether you 
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^ a nt to allow the player to use this character. If you choose No, the 
i a yer must pick a different character from their list and the process 
starts over again. 

payers may also be banned from a playing session either before or 
j u ring a game.. To do so, click on the Connections button at the lower 

art of the screen. This will bring up a list of the players currently 
j 0 gged on to the host's game. By clicking on the boot icon next to a 
player's name, or using the CNTL+K hotkey while in-game, a window 
v\dll appear asking you if you are sure you wish to boot that player. 
5elect Yes to do so or Cancel to return to the Character Arbitration 
screen. There is also a button entitled Listen for Connections on this 
screen. This allows you toggle the host machine's ability to accept new 
connections to their game. The button is set to on by default, but may 
v turned OFF by left-clicking on it at any time. 

Jnce all your players have selected characters, and you have 
approved them, click on Launch Game to load the game. All slots must 
be locked before the game can launch. 

Note on Approving Characters: In the multiplayer version of POOL 
HF RADIANCE: RUINS OF MYTH DRANNOR, a party with high 
level characters will encounter significantly harder opponents than a 
party with low level characters. You may want to keep this in mind 
when accepting or rejecting a character for a game, since a single low- 
level character may have difficulty surviving the monsters a high-level 
party has thrown at them, while a single high-level character may 
raise the overall level of the enemies in the dungeon too high for his 
lower level compatriots to manage. 

Playing a Multiplayer Game 

laying a multiplayer game in POOL OF RADIANCE: RUINS OF 
MYTH DRANNOR is very much like a solo game, however there are a 
few key differences, discussed in the following sections. 

Dungeon Terrain 

To make the game more fun for extended play, every time a new mul- 
toplayer game is started a new dungeon area is created randomly. 
While the above-ground appearance of Myth Drannor remains the 
fene, the caverns and tunnels below can be quite different, as can the 
demies fought and treasure gained. 



Combat in Multiplayer 

Multiplayer combat is very similar to single player combat. At the 
start of combat an initiative roll is made, with the highest initiate 
acting first. However, to speed things along or allow time for those 
slower connections, you may wish to adjust the Combat Round S 
in the Game Settings menu. 

Multiplayer Individual and Group Mode 

Individual and group modes work basically the same way in multi- 
player as they do in solo play. Only the host will have the ability to g 0 
to group mode while a game is in session. However, any player may 
break out of group mode at any time to explore by themselves. 
Characters will be prevented from straying too far from the rest of the 
party, although some solo scouting is possible. 

Character Death in Multiplayer 

Character unconsciousness and death in multiplayer is handled exact- 
ly the same as it is in single player. If a character dies, that characte r 
may be raised/ resurrected later by the other party members. The play- 
er remains in the game and is able to chat with other players until 
raised/ resurrected or they leave the game. 
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When a warrior walks into a tavern and spies the proprietor's ti n 
sword, or battle-scarred axe hanging up on the wall three questions 
spring to mind. The first, is how many tales he has to tell. No one 
comes through a battle without learning something new, and listening 
to the stories of a veteran campaigner has saved more than one ad\ en. 
turer's life. The second question is where he got his weapon. Travelers 
learn not to get too attached to their equipment. Fireballs happen. And 
you never know when that monster you're fighting might decide 
eat your sword, literally. Any weapon that lasts more than a coupli 
years is something special. But the last question, naturally, is what 
could have happened to make the tavern-owner give up the thrill 
the road... to pour ale? 

There are two things your characters are guaranteed to gain if they 
adventure in Myth Drannor: experience and equipment. As your char- 
acters learn and grow, the following pages should help you under- 
stand their new abilities, and make decisions about how to develop 
them to their utmost. The detailed weapons and armor lists should rid 
you in choosing which spoils of battle to keep, which you should sell 
and which you should leave where it lies. 

Skills 

This section describes each skill, including its common uses and typi- 
cal modifiers. Each skill is listed by name, with its key ability in paren- 
thesis. This is the ability whose modifier applies to the skill check i< 
classes which can learn this skill are listed below the name, follow 
by a detailed description. Different classes accumulate skill points at 
different speeds throughout the game. The skill rank is added to a roll 
and compared against a difficulty number set by the game to deter- 
mine success; if the roll plus the rank exceeds the difficulty number, 
the skill check was successful. 

Concentration (Con) 
Cleric, Paladin, Ranger, Sorcerer 

A character with this skill is particularly good at focusing their mind 
despite distractions. A Concentration check is made when the char 
ter tries to cast a spell despite distractions, such as taking damage, 
getting hit by an unfriendly spell, and so on. 
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pisable Device (Int) 
fpgne Only 

^character with this skill can disarm a trap. They can examine a fairly 
simple or fairly small mechanical device and disable it. This skill may 
j£ useless against more complicated devices. To use this skill, the 
gogue must be the active character. Press 5 to bring up the character's 
skills, then select Disable Device. Left-click on the object with the 
device in it. If the Rogue is successful, the results will show immedi- 
ately/ and perhaps, in the case of a failed attempt to disarm a trap, 
explosively. A Rogue may only attempt to use this skill on a trap once; 
subsequent attempts will be unsuccessful. 

Heal CWis) 

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer 
Use this skill to keep a badly wounded character from dying. If a char- 
acter has negative hit points and is losing hit points, another character 
can make them stable with a successful Heal check. The character 
regains no hit points, but he or she does stop losing them. The check is 
a standard action that can be selected at any time from the Skill menu. 

Hide CDex) 

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer 
Characters with hide can sink back into the shadows and proceed 
unseen, or approach a monster's lair under cover of brush without 
being noticed. Your character's Hide check is opposed by the Spot 
heck of anyone who might see them. This skill suffers the Armor 
Check Penalty detailed in Table 4-3, Armor. 

i lalfling characters have a +4 to their Hide check because of their 
small size. 

Listen CWisO 

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer 
pse this skill to hear approaching enemies or to detect someone sneak- 
ing up on you from behind. A Listen check may be harder to succeed 
at if the noise the character is listening for is very quiet and far away, 
or if they are trying to hear an opponent that is trying to Move 
8lently. Elves and Half-elves receive automatic bonuses to their Listen 
checks. 



/Wove Silently CDex) 

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer 
Move Silently allows characters to sneak up behind an enemy or to 
slink away without being noticed. The Move Silently check is opj 
by the Listen check of anyone who might hear the character. This ,|j 
suffers the Armor Check Penalty detailed in Table 4-3, Armor. 

Open Lock CDex) 
Rogue only 

A Rogue with Open Lock can pick padlocks, finesse combination 
locks, and solve puzzle locks. The effort requires a little time. To o] n 
a lock, the Rogue must be the active character. Press S to bring up the 
character's skills, then select Open Lock. Left-click on the object that is 
locked. If the Rogue is successful, the door or item will open. 

Search Clnt) 

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer 
Characters with this skill can find secret doors, simple traps, hidden 
compartments, and other details not readily apparent. The Spot skill 
lets you notice something, such as a hiding Rogue. The Search skill lets 
a character discern some small detail or irregularity through acth 
effort. You generally must be within 10 feet of the object or surface to 
be searched. Characters in the party are automatically assumed to be 
searching as they travel, unless they are engaged in combat. Elves and 
1 l.i It-elves receive automatic bonuses to their Search checks. 

Search does not allow you to find traps unless you are a Rogue. 

Spellcraft ant) 

Cleric, Paladin, Ranger, Sorcerer 

Characters with Spellcraft are adept at identifying magics in place or 
that are cast at them. This can be effective for learning what magical 
repetoire your enemies have at their disposal to prepare the proper 
defense. 

Spot CWisO 

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer 
Use this skill to notice bandits waiting in ambush, to see a Rogue lurk- 
ing in the shadows, or to see that giant centipede in the pile of trash. 
The Spot skill is used primarily to detect characters or creatures who 
are hiding. Typically, Spot is opposed by the Hide check of the en 
ture trying not to be seen. Elves and Half-elves receive automatic 
bonuses to their Spot checks. 
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feats 

-rjus section describes each of the Feats that a character in the game 
can acquire. Some of these feats can only be developed by certain 
classes, while others are available to all characters. Feats are used 
automatically when appropriate in the game. You may or may not 
jirectly observe the results of characters performing feats, but if you 
vvatch the Dungeon Master information area, there is usually a men- 
tion made when a feat is performed. 

Blind-Fight 

Ina manner almost magical, this character knows how to fight in 
melee without being able to see their foes. Their keenly developed 
senses and understanding of how their opponents will attack allows 
them to fight just as effectively as if their enemies were painted red. 

Benefit: In melee, every time this character misses because of conceal- 
ment, the attack is re-rolled one time to see if the character actually 
hits. In addition, an invisible attacker gets no bonus to hit this charac- 
ter in melee. That is, the character doesn't lose their positive Dexterity 
bonus to AC, and the attacker doesn't get the usual +2 bonus. 
However, the invisible attacker's bonuses do still apply for ranged 
ks. 

Cleave 

Feeding off the momentum of success, this character follows through 
on their powerful blows, stepping over the body of one opponent to 
attack the next. 

Benefit: It this character deals a creature enough damage to make it 
drop (typically by dropping it to below 0 hit points, killing it, etc.), this 
character gets an immediate, extra melee attack against another crea- 
ture in the immediate vicinity. They cannot take a 5-foot step before 
making this extra attack. The extra attack is with the same weapon 
and at the same attack bonus as the melee attack that dropped the pre- 
vious creature. This ability can be used only once per round. 

Combat Casting 

\ ^pellcaster with this feat is cool under fire, able to weave and dodge 
mid the chaos of combat without losing their spell or their head. 

Benefit: This character receives a +4 bonus to Concentration checks 
Hade to cast a spell under distracting conditions. 



Combat Reflexes 

Always alert to any opportunity, this character can respond quick I 
and repeatedly to opponents who let their defenses down, pressii 
any advantage they can find. 

Benefit: When foes leave themselves open, this character may ma 
number of additional Attacks of Opportunity equal to the character's 
Dexterity modifier. For example, a character with a Dexterity of 15 can 
make a total of three Attacks of Opportunity in a round — the one 
Attack of Opportunity any character is entitled to, plus two more 
attacks because of his +2 Dexterity bonus. If four goblins move 
through the character's threatened area, he can make Attacks of 
Opportunity against three of the four. 

Extra Turning- 
Calling upon the raw power of their deities, Clerics and Paladins 
invoke their holy power more often than normal against the legions of 
evil. 

Benefit: This feat is available to only Clerics and Paladins, allowing 
them to turn undead four more times per last full rest. 

Great Fortitude 

To say this character is tough is an understatement. They somehow 
find a way to keep going, shrugging off poison or noxious clouds 
vapor when their compatriots are overcome and reeling. 

Benefit: This character gets a +2 bonus to all Fortitude saving thr< 
Improved Critical 

This character really knows how to hit where it hurts. They have an 
uncanny ability to see and exploit weaknesses in their opponent^ 
ing themselves opportunities to dish out tremendous amounts of dam y 

Benefit: When attacking, the character's critical threat range is dou- 
bled. For example, a longsword usually threatens a critical on a 19 or 
20 (two numbers). If the character using the longsword has Impro\ ed 
Critical, the threat range becomes 17 through 20 (four numbers). 

Improved Initiative 

Adept at reading the flow of a battle by being where they need to be 
and knowing what they need to do, this character can react more 
quicklv than normal in a fight and knows how to get in the first ami 
the last blow. 

Benefit: This character gets a +4 bonus on initiative checks. 
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Ir on Will 

Years of meditation, years of surviving uncounted danger, or sheer 
patural stubbornness have gifted this character with a stronger will 
fopn most. They will not easily fall under the power of persuasion of 
^agical or mundane nature. 

Benefit: This character gets a +2 bonus to all Will saving throws. 
Lightning Reflexes 

Almost nothing catches a character with this feat unawares. Their 
amazing reflexes give them just that extra split second to avoid those 
attacks that flatten their slower companions. 

Benefit: This character gets a +2 bonus to all Reflex saving throws. 
Mobility 

fhis character is skilled at dodging past opponents and avoiding 
Mows. They are a whirlwind of energy capable of zipping into and out 
of combat without fear. 

Benefit: This character receives a +4 dodge bonus to AC versus 
Attacks of Opportunity. However, any conditions that makes this char- 
acter lose their positive Dexterity bonus to AC (if any) also makes 
them lose dodge bonuses. 

Point Blank Shot 

The bustle of battle doesn't distract this skilled marksman. Unlike 
other archers who may prefer to be removed from the battle, they are 
perfectly comfortable picking their targets and felling them at close 
range. 

Benefit: This character gets a +1 bonus to attack and damage rolls 
with ranged weapons at ranges of up to 30 feet. 

Power Attack 

Willing to take chances to make sure their enemy goes down and stays 
down, this character understands that sometimes sheer brute force is 
Worth more than any refined technique. 

Benefit: On the character's action, before making attack rolls for the 
round, this character may choose to subtract half (Power Attack 
Increased) or all (Power Attack Max) of their melee attack bonus and 
add the same number to all melee damage rolls. This amount may not 
^ceed the character's base attack bonus. 



The penalty on attacks and bonus on damage applies until the charac. 
ter's next action. Once the desired state of Power Attack is chosen, 
select a target for the effect to take place. Both options can be found 
under Combat Options. 

Precise Shot 

A character with this feat possesses eagle eyes and steady hands, n< >t 
to mention nerves of steel. They have such faith in their abilities with 
their chosen missile weapon that they don't hesitate to shoot an arrow 
into the heart of battle. 

Benefit: This character can shoot a missile weapon at an opponent 
engaged in melee without suffering the standard -4 penalty. 

Run 

Whether it was chasing deer through the forest or running from 
guardsmen in the city, somehow this character has become exception- 
ally fleet of foot, able to leave most other people eating their dust. 

Benefit: When running, this character move fives times their norm.il 
speed instead of four times. 

Skill Focus 

Dedicated and thorough, a character with this feat has become excep- 
tionally proficient in the arts of their profession, perhaps because of an 
inborn talent, or pure hard work. This special knack shines through in 
everything they do. 

Benefit: This character gets a +2 bonus on particular skill checks fc ed 
on their class as follows: 

• Barbarian - Listen 
•Cleric - Spellcraft 

• Fighter - Spot 
•Monk - Move Silently 
•Paladin -Heal 
•Ranger - Hide 
•Rogue - Disable Device 

• Sorcerer - Concentration 



Gaining Experience 
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gpell Penetration 

cjther acute study of the flow of magic or just a natural gift with the 
gupernatural has enabled a character with this feat to cast especially 
tent spells, which breaks through spell resistance more readily 
normal. 



Benefit: This character receives a +2 bonus to caster level checks (ld20 
+ caster's level) to beat a creature's spell resistance. 



Toughness 

Through natural toughness, earnest physical conditioning or simply 
the rigors of the adventuring life, a character with this feat is tougher, 
able to withstand blows that fell lesser people. 

Benefit: This character gains +3 hit points. 
Gaining; Experience 

Experience points (XP) measure how much your character has learned 
and how much he or she has grown in personal power. Your character 
earns XP by defeating monsters and other opponents, by successfully 
solving quests, and by using some skills, like Open Locks. The 
Dungeon Master will tell you when your characters earn experience. 
When your character's XP total at least reaches the minimum for a 
new character level, he or she goes up a level (see Table 4-1: 
Experience and Level-Dependent Benefits). 

A character can only advance one level at a time. If, for some extraor- 
dinary reason, a character gains enough XP to advance two or more 
levels at once, he or she instead advances one level and gains just 
enough XP to be 1 XP short of the next level. All characters can 
advance up to 16th level in any one class, with a combined multiclass 
level cap of 32. 



Table 4-1: 
Experience and 
Level-Dependent Benefits 



Fighter 
Barbarian 
Paladin 
Ranger 



Rogue 
Monk 



Sorcerer 



Class 
Level 



1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 



XP 



Base 
Save 



Base 
Attack 



Base 
Attack 



Base 
Attack 



0 

1,000 

3,000 

6,000 

10,000 

15,000 

21,000 

28,000 

36,000 

45,000 

55,000 

66,000 

78,000 

91,000 

105,000 

120,000 



+0/+2 
+0/+3 
+1/+3 
+1/+4 
+1/+4 
+2/+5 
+2/+5 
+2/+6 
+3/+6 
+3/+7 
+3/+7 
+ty+8 
+ty+8 
+V+9 
+5/+9 
+5/+10 



+1 
+2 
+3 
+4 
+5 

+6/+1 

+7/+2 

+ty+3 

+9/+4 

+10/+5 

+11/+6/+1 

+12/+7/+2 

+13/+8/+3 

+1V+9/+4 

+15/+10/+5 

+16/+11/+6/+1 



+0 
+1 
+2 
+3 
+3 
+4 
+5 

+6/+1 

+6/+1 

+7/+2 

+8/+3 

+9/+4 

+9/+4 

+10/+5 

+11/+6/+1 

+12/+7/+2 



+0 
+1 
+1 
+2 
+2 
+3 
+3 
+4 
+4 
+5 
+5 

+6/+1 
+6/+1 
+7/+2 
+7/+2 
+8/+3 



Feats 



1st 



2nd 



3rd 



4th 



5th 



6th 



BlLtTy 



1st 



2nd 



3rd 



4th 



Most characters have only one class, and when such a character 
achieves a new level, it is a new level in that class. If your character 
has more than one class or wants to acquire a new class, however, \ ou 
choose which class goes up one level. The other classes stay at the pre- 
vious level. See the multiclass rules following, for more information. 

When your character goes up a level, you are asked to choose either to 
raise up one of the character's existing classes, or to start a new cli 
entirely. Once you make your choice, several changes may occur. The 
character's base attack bonus or base save bonus may improve. Your 
character gains hit points equal to a random roll of the hit die for I 11 
class, plus or minus their Constitution modifier (but never less than !)• 
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cjpellcasting characters gain tine 
ability to cast more spells as 
giey advance in levels. (In the 
appendix are "Spells per Day" 
tables for each spellcasting class, 
Rowing how many spells of a 
|jiven level a character can cast.) 
Also, many characters gain feats 
or new special abilities as they 
vance in levels. 

If your character has just achieved 4th, 8th, 12th or 16th level, you will 
also be instructed to raise one of his or her ability scores by 1 point. (It 
is okay to go above 18.) For a multiclass character, it is the overall 
character level, not the class level, that counts. 

NVulticlass Characters 

All characters start out with a single class. However, whenever a char- 
acter gains a level, you may choose to increase the level of their class 
or pick up a new class at 1st level. The character gains all the features 
of the new class, as well as a Hit Die of the appropriate type. For 
gcample, when Garrick, your 3rd level Human Fighter, amasses 
6,000XP, you can choose to have him either become a 4th level Fighter, 
or add a class and become a 3rd level Fighter/ 1st level Rogue. If he 
becomes a Rogue, when Garrick has 10,000XP, you can choose to make 
him a 4th level Fighter, a 2nd level Rogue, or take a different class at 
1st level. Thus, multiclassing improves a character's versatility, but at 
expense of focus. 

Developing and maintaining skills and abilities in more than one class 
is demanding. If any two of your multiclass character's classes are 2 or 
more levels apart, your multiclass character suffers a -20% XP penalty 
m each class that is not within 1 level of his most experienced class. 
These penalties apply from the moment the character adds a class or 
raises a class's level too high. For instance, a 4th level Sorcerer/3rd 
level Rogue gets no penalty, but if that character raises his Sorcerer 
level to 5th, then he receives the -20% penalty from that point on until 
His levels are nearly even again. 

A race's favored class (see Table 1-1: Racial Ability Adjustments on 

Page 21) does not count against the character for purposes of the -20% 

penalty. Also, when determining whether a multiclass character's 
Masses are even, do not count the character's favored class. 




A dwarven 7th level Fighter/ 2nd level Cleric suffers no penalty, nor 
does he when he adds lst-level Rogue to his classes since his Cleru 
and Rogue classes are only 1 level apart. Note that in this case Cleric 
counts as his highest class, not Fighter, because Fighter is favored 
Dwarves. A Human's or Half-elf's highest-leveled class is always 
sidered his or her favored class. 

Weaponry 

Your party's effectiveness in combat is dependent on the quality ol 
their weapons and their skill in using them. The types of weapons a 
character can use are based on class, and can be found in the class 
descriptions starting on page 24 in Chapter 1: Building a Party. 

Weapons are grouped into several categories. These categories pertain 
to what proficiency is needed to use them effectively (Simple or 
Martial), usefulness in close combat (Melee) or at a distance (Rang 
and weapon size (Small, Medium-size, and Large). 

Simple and Martial Weapons 

All classes are proficient with all simple weapons. Barbarians, 
Fighters, Paladins and Rangers are proficient with all simple and all 
martial weapons. 

Melee and Ranged Weapons 

Melee weapons are used for making attacks on opponents within 5 to 
10 feet, while ranged weapons are projectile weapons that are not } ir- 
ticularly effective in melee range. A character's Strength bonus is 
applied to damage dealt by melee weapons but not by ranged weapons. 

Small, Medium-size, and Large Weapons 

The size of a weapon compared to the character's size determines 
whether the weapon is light, one-handed, two-handed, or too large to 
use. All characters in Pool of Radiance: Ruins of Myth Drannor are 
medium-size, with the exception of Halflings, who are small. 

Light: If the weapon's size category is smaller than the character's, 
(such as a human using a small weapon), then the weapon is light. 

One-Handed: If the weapon's size category is the same as the chai 
ter's (such as a human using a longsword), then the weapon is one 
handed. 
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o-Handed: If the weapon's size category is one step larger than the 
character's (such as a human using a greataxe), then the weapon is 
^o-handed. Two-handed melee weapons can be used effectively in 
yio hands, with a one-and-a-half times Strength bonus to damage 
^provided the character has a bonus). 

Too Large to Use: If the weapon's size category is two or more steps 
larger than the character's (such as a Halfling trying to use a greatsword), 
it is too large for the character to use. 

Weapon Qualities 

ft is a good idea for you to equip most characters with a ranged and a 
fltelee weapon that suit their individual needs. The size of a weapon 
determines how it can be wielded, and how much damage the charac- 
ter deals with it. A two-handed weapon deals more damage than a 
one-handed weapon, but it prevents the character from using a shield, so 
that's a trade-off. If the character is small, they are limited to smaller 
weapons. 



pending on the character's class, they may be able to use more or 
fewer weapons. Weapon proficiencies can be found in the class 
descriptions starting on page 24 of Chapter 1: Building Your Parry. 
There is little use in choosing a weapon for a character that they are 
not proficient with. When choosing weapons for your party, keep in 
mind the following factors (given as column headings on Table 4-2: 
Weapons): 

Cost 

The price in gold for this weapon. A better weapon is usually more 
Bpensive than an inferior one. 

Damage 

The Damage column indicates the damage the character deals with a 
weapon when they score a hit. 

Critical 

The entry in this column notes how the weapon is used with the rules 
for Critical Hits. When a Critical Hit is scored, the damage with all 
Modifiers is rolled two, three, or four times, as indicated by its critical 
Multiplier, and added together. 



Note that bonus damage represented as extra dice, such as from a Sneak 
Attack are not multiplied when the character scores a Critical I lit. 
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X2: 
X3: 
X4: 

18-20/X2: 



19-20/X2: 



The weapon deals double damage on a Critical Hit. 
The weapon deals triple damage on a Critical Hit. 
The weapon deals quadruple damage on a Critical Hit. 
The weapon scores a threat on a natural 18, 19, or 20 
(instead of just on a 20) and deals double damage on 
Critical Hit. (The weapon has a threat range of 18-20.) 
The weapon scores a threat (a possible Critical Hit) on 
natural 19 or 20 (instead of just on a 20) and deals 
double damage on a Critical Hit. (The weapon has a 
threat range of 19-20.) 



Range Increment 

Any attack at less than this range is not penalized for range, so an 
arrow from a shortbow (range increment 60 feet) can strike at enemies 
up to 59 feet away with no penalty. However, each full range incre- 
ment causes a cumulative -2 penalty to the attack roll. A shortbow 
archer firing at a target 200 feet away suffers a -6 attack penalty 
(because 200 feet is at least three range increments, but not four). 
Penalties are displayed under the Target cursor when a character 
attempts to fire at an enemy whose distance exceeds that weapon's 
range increment. Projectile weapons can shoot up to ten increments 
Slings, shortbows, and longbows are projectile weapons. 

Weight 

This gives the weapon's weight in pounds. 
Type 

Weapons are classified according to types: bludgeoning, piercing, and 
slashing. Some monsters may be partially or wholly immune to 
attacks with some types of weapons. For example, a skeleton only suf- 
fers half damage from piercing and slashing weapons. If a weapon is 
of two types, a creature would have to be immune to both of them 
ignore the damage dealt by this weapon. 



Special 

Some weapons have special features, such as reach. 
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fable 4-2: Weapons 


(S) = Small (M) = Medium-size (L) = Large 


^fliple Weapons — Melee 












Cost 


Damage 


Critical 


Range 


Weight 


Type 


(S ) DAGGER 


2gp 


1d4 


19-20/-2 


- 


1 LB. 


Piercing 


(5) Hammer, 


1 GP 


1e>4 


x2 




2 LB. 


Bludgeoning 


LIGHT 














JJJMACE, light 


5 GP 


1e>6 


x2 


- 


6 LB. 


Bludgeoning 


0CLUB 


1 GP 


1d6 


Am, 




J LB. 


Bludgeoning 


(M) Mace, heavy 


12 GP 


1d8 


x2 




12 LB. 


Bludgeoning 


(I) Quarters taff 


1 GP 


1d6 


x2 






Ri 1 rrM~mwiwr~ 


(QShortspear 


2gp 


1d8 


x3 


- 


5 LB. 


Piercing 


imple Weapons — Ranged 












Cost 


Damage 


Critical 


Range 


Weight 


Type 


S)Snv. 


1 GP 


1d4 


x2 


50 FT. 


1 LB. 


Bludgeoning 


Martial Weapons — Melee 










Hon 


Cost 


Damage 


Critical 


Range 


Weigh 1 


Type 


(S)Hane>a\e 


6 GP 


1d6 


x3 




5 LB. 


Slashing 


(S) SWORD, SHORT 10 GP 


1d6 


1Q 90/ 1 




"X I R 

J LB. 


1 II K( ! \( . 


(M) Battleaxe 


10 GP 


1d8 


x3 




7 LB. 


~l \ S IIIM. 


(NO LONGSWORD 


15 GP 


1d8 


19-20/-2 








(M) Scimitar 


15 GP 


1d6 


18-20/-2 




4 LB. 


Slashing 


(M) Warhammer 


12 GP 


1d8 


x3 




8 LB. 


Bludgeoning 


1 VI 


15 GP 


1d10 


x3 




20 LB. 


Bludgeoning 


Warhammer 














(L)Grlataxl 


20 gp 


1D12 


x3 


- 


20 LB. 


Slashing 


(QGreatsword 


50 gp 


2d6 


19-20/x2 


a* . - 


15 LB. 


Slashing 


(I) Halberd 


10 GP 


1d10 


x3 




15 LB. 


Piercing and 














slashing 


WLoncspear 


5 GP 


1d8 


x3 




9 LB. 


Piercing 


WPlKE 


8gp 


1d10 


x2 


- 


15 LB. 


Piercing 


partial Weapons — Ranged 












Cost 


Damage 


Critical 


Range 


Weight Type 


Shortbow 


30 gp 


1d6 


x3 


60 ft. 


2 LB. 


Piercing 


W Longbow 


75 gp 


tag 


x3 


100 ft. 


3 LB. 


Piercing 



Armor 

The armor your characters wear can make a big difference in whether 
they survive a battle, or end up being carried home on their shields 
Effective protection isn't simply a matter of finding the thickest, 
strongest armor your character can carry. You must also take into 
account whether the benefits for wearing heavier armor outweigh th e 
penalties. 

Table 4-3: Armor lists the basic types of armor readily available in this 
part of the Forgotten Realms, for your comparison. An explanation of 
each of the columns follows: 

Cost 

The cost of the armor in gold pieces. 
Armor Bonus & Stacking 

The protective value of the armor. Normal and magical bonuses from 
armor and a shield stack. All items in the game that exhibit magical 
bonuses to AC are considered "enhancement bonuses", with the e\i p- 
tion of shields and items that provide Protection bonuses. These t 
exceptions provide "deflection" bonuses that will stack with "enhance- 
ment" bonuses, but not with other "deflection" bonuses. Bonuses of the 
same type never stack. For example, if a character has Chainmail 
(AC value +8), a Small Shield +2 (AC value +3), and a Ring of 
Protection+1 (AC value +1), the total added to that character's AC 
would be +11 from the Chainmail +3 and the Small Shield +2; in thi^ 
case the Ring of Protection +1 would not stack with the Small Shield 
+2 since they are both of the same type of bonus. 

Max Dex 

This number is the maximum Dexterity bonus to AC that this type of 
armor allows. Heavier armors limit mobility, reducing the wearer's 
ability to dodge blows. For example, chainmail permits a maximum 
Dexterity bonus of +2. A character with a Dexterity score of 18 normal- 
ly gains a +4 bonus to his AC, but if he's wearing chainmail, his bonus 
effectively drops to +2. His final Armor Class would be 17 
(10+5+2=17), assuming he has no other modifiers. (The +5 is the chain- 
mail and the +2 is his maximum Dexterity bonus.) 

Even if your character's Dexterity bonus drops to 0 (zero), the charac- 
ter has not lost their Dexterity bonus. 

Note: Shields do not affect the maximum Dexterity bonus. 
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1= 

^ mor Check Penalty 

Ipything heavier than leather hurts the wearer's ability to use some 
k their skills. This is more important for some classes than for others, 
jfte Barbarian, in particular, faces a trade-off between heavier armor 
a nd better skill checks. 

fjie armor check penalty number is the penalty applied to certain skill 
checks. If a character is wearing any armor heavier than leather, he 
Jgn't Hide or Move Silently as well as he would if he weren't wearing 
guch heavy armor. 

jf a character is wearing armor and using a shield, both penalties 
Arcane Spell Failure 

Armor interferes with the gestures needed to cast an Arcane spell. 
Since Sorcerers face Arcane spell failure chances if they're wearing 
armor, they usually try to avoid wearing such restrictive equipment. If 
fiey do cast a spell while wearing armor, they must make an Arcane 
Spell failure roll. The number in the column is the chance that the spell 
fails and is ruined. If the Sorcerer is wearing armor and a shield, the 
two numbers are added together to get a single Arcane spell failure 
hance. 

Speed 

Medium and heavy armor slows a character down. Humans, Elves, 
Half-elves, and Half-ores have an unencumbered speed of 30 feet. 
They use the first column in the table below. Dwarves and Halflings 
live an unencumbered speed of 20 feet. They use the second column. 
Shields do not affect a character's speed. 

Weight 

The weight of the armor in pounds. 



Table 4-3: Armor 

(L) = Light Armor 
(m) = Medium Armor 
(H) ■ Heavy Armor* 




Armor 


Cost 










(L) Leah u R 


10 GP 


+2 


+6 


0 


10% 


(L) Studded 


25 gp 


+3 


+5 


-1 


15% 


LEATHER 












(L) Chain shirt 


100 GP 


+4 


+4 


-2 


20% 


(M) Hide 


15 GP 


+3 


+4 


-4 


20% 


(M) Scale mail 


50 gp 


+4 


+3 


A 


25% 


(M) Chainmail 


150 gp 


+5 


+2 


-5 


30% 


(H) Half-plate 


600 gp 


+7 


0 


-7 


40% 


(H) Full plate 


1,500 gp 


+8 


+1 


-6 


35% 


Small, Wooden 


3 gp 


+1 




-1 


5% 


Shield 












Large, Steel 


20 gp 


+2 




-2 


15% 



30 ft. 20 ft. 

30 ft. 20 ft. 

20 ft. 15 FT. 
20 ft. 15 FT. 
20 ft. 15 ft. 

20 FT.* 15 FT.* 
20 FT.* 15 FT.* 
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15 LB. 
20 LB. 

25 LB. 

25 LB. 
30 LB. 
40 LB. 

50 LB. 
50 LB. 

5 LB 

15 LB. 



*When running in heavy armor, characters move only triple their speed, not quadrupJ 



A/Yacjic Items 

Along the course of adventuring, characters will encounter a multi- 
tude of magical items, from magical suits of armor to enchanted 
weapons, wands, staves, potions, etc. Magical items that have charges 
or a limited number of uses will have this number listed in parenth sis 
after the item's name. For example, wand of cure light wounds (10) 
Many items need to be equipped before they can be used, such as 
armor, weapons, wands, staves, gauntlets, rings, amulets, and boots 



CHAPTER 5: 
LORE OF THE REALMS 

Some say that everything that has ever been known, and all that r 
will be, is written in some book, somewhere. The foolhardy scorn the 
library, preferring to learn from experience, while the wise turn to 
books, pouring over ancient tomes for shreds of forgotten knowle< 
The magi are most known for their scholarly pursuits, hunting down 
lost spells to add to their arcane repertoire. However, their armored 
companions would do well to mirror their studies. Uncounted would- 
be heroes have fallen prey to dangers described in the pages of 
common manuscripts. 

The following three sections give you detailed information about the 
spells your casters can use, the monsters your party will encounter, 
and a brief look at the first dungeon in the game. 

Spell Library 

POOL OF RADIANCE:™ RUINS OF MYTH DRANNOR supports the 
D&D® 3rd edition spell system as closely as possible. Sorcerers tup 
spells that are learned through inborn talent. Sorcerers of the same 
level may have different spells, depending on the choices made during 
spell selection at the beginning of each level. Clerics, Rangers and 
Paladins have deities that they pray to for spells, and the number ot 
spells they know is set by class and level. Each time a caster choose ;s to 
cast a spell, you must select a spell from the spell menu (press A 01 
to bring up this menu as appropriate). The number of spells available 
at each level is listed. Once all of a character's spells for a level run 
been cast, he or she must rest to regain the ability to cast more at t! 
level. A character's spell selection may also be limited by circum- 
stance; some spells can only be cast in combat, for example. 

Some spells have durations that last while a character is within com- 
bat, or even after it has ended. These durations are represented b\ 
different persistent spell effects that float above a character's head. 
Players can look at the different types of spell effects to gauge whether 
a spell is having a beneficial or negative result, whether they are 
charmed, held, or silenced. The following are the six persistent spell 
effects and a sample of the types of spells that fall under their categon 



the following pages, the spells available to each class at each level are 
feed/ along with complete spell descriptions, listed in alphabetical order. 



Class Spell Lists 

ganger Spells 
Level 1 

Cure Light Wounds 
Entangle 

Level 2 

Delay Poison 
Sleep 

Level 3 

Cure serious Wounds 
Hold Poison 

Level 4 

Freedom of Movement 
Neutralize Poison 

Paladin Spells 
Level 0 

Resistance 

Level 1 

Bless 

Cure Light Wounds 
Protection from Evil 

Level 2 

Cure Moderate Wounds 
Delay Poison 
Remove Paralysis 

Level 3 

Cuiv Serious Wounds 
Dispel Magic 
Hold Poison 
Prayer 

Remove Blindness 



Level 4 

Freedom of Movement 
Neutralize Poison 

Sorcerer Spells 
Level 0 (Cantrips) 

Daze 

Detect Magic 
Disrupt undead 
Light 

Resistance 
Level 1 

Burning Hands 
Charm Person 
Chill Touch 
Mage Armor 
Magic Missile 
Protection from Evil 
Protection from Good 
Shield 

Shocking Grasp 
Sleep 

Level 2 

Blindness 
Bull's Strength 
Cat's Grace 
Darkness 
Ghoul Touch 
Invisibility 
Melf's Acid Arrow 
See Invisibility 
Web 



Level 3 

Blink 

Dispel Magic 
Displacement 
Fireball 
Halt Undead 
Haste 

Hold Person 
Invisibility Sphere 
Lightning Bolt 
Slow 

Stinking Cloud 
Vampiric Touch 

Level 4 

Charm Monster 

Confusion 

Fear 

Fire Shield 

Improved Invisibility 

Minor Globe of Invulnerability 

Level 5 

Cloudkill 
Cone of Cold 
Dominate Person 
Feeblemind 
Hold Monster 

Level 6 

Chain Lightning 

Circle of Death 

Disintegrate 

Globe of Invulnerability 

Mass Suggestion 

Repulsion 

True Seeing 

Level 7 

Control Undead 
Finger of Death 



Level 8 

Incendiary Cloud 

Cleric Spells 
Level 0 (Orisons) 

Cure Minor Wounds 
Detect Magic 
Light 
Resistance 

Level 1 

Bane (reverse of Bless) 
Bless 

Cause Fear 

(reverse of Remove Fear) 
Command 
Cure Light Wounds 
Inflict Light Wounds 
(reverse of Cure Light) 
Protection from Evil 
Protection from Good 
Remove Fear 
Shield of Faith 

Level 2 

Aid 

Bull's Strength 

Cure Moderate Wounds 

Darkness (reverse of Light) 

Delay Poison 

Find Traps 

Hold Person 

Inflict Moderate Wounds 

(reverse of Cure Moderate) 

Remove Paralysis 

Silence 

Spiritual Weapon 
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Level 3 

pes tow Curse 

(reverse of Remove Curse) 

Blindness 

Reverse of Remove Blindness) 

Cure Serious Wounds 

pispel Magic 

Hold Poison 

Inflict Serious Wounds 

(reverse of Cure Serious) 

Prayer 

Remove Blindness 
Remove Curse 
Searing Light 

Level 4 

Cure Critical Wounds 

Divine Power 

Freedom of Movement 

Inflict Critical Wounds 

Reverse of Cure Critical) 

Neutralize Poison 

Poison (reverse of Neutralize 

Poison) 

Restoration 



Level 5 

Flame Strike 
Raise Dead 
Slay Living 

(reverse of Raise Dead) 
Spell Resistance 
True Seeing 

Level 6 

Harm (reverse of Heal) 
Heal 

Level 7 

Destruction 
Resurrection 

Level 8 

Fire Storm 



Spell Descriptions 

The following spell descriptions are listed in alphabetical order. Each 
description follows the same basic format, explained below. 

Spell Format 

This section discusses the spell description format and some of the 
finer points of how spells work. 



Name: This is the name by which the spell is generally known. 

Level: This is the relative power level of the spell, ranging from level 0 
(Cantrips and Orisons) through level 1 and up to level 8. A spell's level 
effects the difficulty for any save allowed against the spell (see "Spell 
Resistance" on page 101). This entry includes an abbreviation for each 
class that can cast this spell: Clr (Cleric), Pal (Paladin), Rgr (Ranger) 
and Sor (Sorcerer). 
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Range: The maximum distance from you at which you can target 
the spell. 

Duration: This is how long the magical energy of the spell lasts. 

Target or Targets/Effect/Area: This entry lists the number of creatuiv 
volume, weight and so on, that the spell can affect. The entry can start 
with one of three kinds of headers: "Target" (or "Targets"), "Effect," or 
"Area". If the target of a spell is yourself ("Target: You"), you do not 
receive a saving throw and spell resistance does not apply. The saving 
throw and spell resistance headers are omitted from such spells. 

Saving Throw: This entry tells you whether a spell allows a saving 
throw, what type of saving throw it is, and the effect of a successful 
saving throw. 

Spell Resistance: This entry tells you whether spell resistance (SK i 
special defensive ability, resists this spell. 

Descriptive Text: This portion of the spell description details what the 
spoil does and how it works. 



Aid 

Level: Clr 2 
Range: Touch 
Duration: 1 minute/ level 
Target: One living creature 
Saving Throw: None 
Spell Resistance: No 
Aid gives a +1 morale bonus to 
attack rolls and Will saving 
throws, plus ld8 temporary hit 
points. Temporary hit points are 
lost first when the recipient suf- 
fers damage; lost temporary hit 
points can't be regained. 



Bane 
Level: Clr 1 
Range: 50' 

Duration: 1 minute/ level 
Area: All enemies within 50' 
Saving Throw: Will negates 
Spell Resistance. Yes 

Bane fills the caster's enemies 
with fear and doubt. They suffi 
a morale penalty of -1 on their 
attack rolls and a morale penalt\ 
of -1 on Will saving throws. Baiv 
counters the Bless spell. 



£eStow Curse 

IEVEL. Clr 3 

RANGE: Touch 

QURATION: Permanent 

Target: One creature 

Saving Throw. Will negates 

Spell Resistance: Yes 

The caster places a curse on the 

creature touched causing a -4 

penalty on all attack rolls, saving 

throws, ability checks, and skill 

checks for the duration of the 

spell. A successful remove curse 

spell can break a curse. 

Bless 

Level Clr 1, Pal 1 
Range: 50' radius 
Duration: 1 minute/ level 
Area All allies within 50' 
Saving Throw: None 
Spell Resistance: No 
Bless fills the caster's allies with 
courage. They gain a morale 
bonus of +1 on their attack rolls 
and a morale bonus of +1 on Will 
saving throws. Bless counters the 
Bane spell. 

Blindness 

Level: Clr 3, Sor 2 

Range: Medium (100' + 10' /level) 

Duration: Permanent 

Target: One living creature 

Saving Throw: Fortitude negates 

Spell Resistance: Yes 



The subject becomes completely 
blind. In addition to the obvious 
effects, a blind character suffers a 
50% miss chance in combat (as all 
opponents have full conceal- 
ment), loses any positive Dexterity 
bonus to AC and grants a +2 
bonus to attackers' attack rolls (as 
they are effectively invisible), 
moves at half rate, and suffers a -4 
penalty on most Strength and 
Dexterity based skills. 

Blink 

Level: Sor 3 

Range: Personal 

Duration: 1 round/ level 

Target: The caster 

This spell causes the caster to 

"blink" back and forth between the 

Prime Material and Ethereal planes. 

Blinking confers the following 
abilities to the player: Physical 
attacks suffer a 50% miss chance, 
the caster suffers only half dam- 
age from area-effect attacks, and 
strikes as an invisible creature (+2 
attack, denying her target any 
positive Dexterity bonus to AC). 

Bull's Strength 
Level: Clr 2, Sor 2 
Range: Touch 
Duration: 1 hour/ level 
Target: One creature 
Saving Throw: None 
Spell Resistance: No 



The affected creature becomes 
stronger. The spell in-creases the 
recipient's Strength by ld4+l 
points, adding the usual benefits 
to melee attack rolls, melee dam- 
age rolls, Strength-related skill 
checks, etc. 

Note: Multiple magical increases 
to an ability score do not stack. 

Burning Hands 
Level: Sor 1 
Range. 10' 

Duration: Instantaneous 
Area: A semi-circle with a 10' 
radius, emanating from the caster 
Saving Throw. Reflex halves 
Spell Resistance: Yes 
A thin sheet of searing flame 
shoots from the caster's out- 
spread fingertips. Any creature in 
the area of the flames suffers ld4 
fire damage per caster level, to a 
maximum of 5d4. 

Cat's Grade 
Level: Sor 2 
Range: Touch 
Duration: 1 hour/ level 
Target: One creature 
Saving Throw: None 
Spell Resistance. No 
The altered creature becomes 
more graceful, agile, and coordi- 
nated. The spell increases the 
recipient's Dexterity by ld4+l 
points, adding the usual benefits 
to AC, Reflex saves, Dexterity- 
based skills, etc. 



Cause Fear 
Level: Clr 1 

Range: Close (25' + 5'/2 levels) 
Duration: ld4 rounds 
Target: One living creature 
Saving Throw: Will negates 
Spell Resistance: Yes 
The affected creature becomes 
afraid. It suffers a -2 penalty on 
attack rolls, weapon damage 
rolls, and saving throws. It flei s 
from you as well as it can. If 
unable to flee, the creature ma\ 
fight. 

Chain Lightning 
Level: Sor 6 

Range: Long (400' +40'/ level) 
Duration: Instantaneous 
Target. One primary target plu 
one secondary target/level with 
in 30' of the primary target 
Saving Throw. Reflex halves 
Spell Resistance. Yes 

This spell creates an electrical 
discharge that begins as a single 
stroke commencing from the cas 
er's fingertips. Unlike lightning 
bolt, chain lightning strikes onv 
object or creature initially, then 
arcs to other targets. The bolt irti 
tially inflicts ld6 electricity dam 
age per caster level (maximum 
20d6). After the bolt strikes, ligh 
ning can arc to as many second 
ary targets as the caster has lev 
els; the secondary bolts each 
strike one target and inflict hall 
as many dice of damage as the 
primary (rounded down). 
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Charm AAonster 
lEVEL: Sor 4 

RANGE: Close (25'+5'/level) 
DURATION: 1 day/ level 
Target One living creature 
Saving Throw: Will negates 
Spell Resistance: Yes 
This charm makes a creature 
regard the caster as his trusted 
friend and ally. However, if the 
creature is currently being threat- 
ened or attacked by the caster or 
the caster's allies, it receives a +5 
bonus on his saving throw. A 
charmed monster will fight at the 
caster's side as if he were an ally 
under the party's control. Any act 
by the caster or the caster's appar- 
ent allies that threatens the 
charmed monster breaks the spell. 

Charm Person 
Level: Sor 1 

Range : Close (25' + 5'/2 levels) 
Duration: 1 hour/ level 
Target: One person 
Saving Throw: Will negates (see 
(text) 

Spell Resistance. Yes 

This charm makes a humanoid of 
Medium-size or smaller regard 
■he caster as his trusted friend 
and ally. If the creature is current- 
ly being threatened or attacked 
by the caster or the caster's allies, 
however, he receives a +5 bonus 
on his saving throw. A charmed 
person will fight at the caster's 
side as if he were an ally under 
the party's control. 



Any act by the caster or the cast- 
er's apparent allies that threatens 
the charmed person breaks the 
spell. 

Chill Touch 
Level: Sor 1 
Range: Touch 
Duration: Instantaneous 
Target: One creature 
touched/ level 

Saving Throw. Fortitude partially 
negates (see text) 
Spell Resistance. Yes 

A touch from the caster's hand, 
which glows with blue energy, 
disrupts the life force of living 
creatures. Each successful melee 
touch attack deals ld6 damage 
and 1 point of temporary 
Strength damage. (A Fortitude 
saving throw negates the 
Strength damage.) The caster can 
use this touch attack up to 1 time 
per level. 

Circle of Death 
Level: Sor 6 

Range: Medium (100' +10'/level) 
Duration: Instantaneous 
Area Several living creatures 
within a 50' radius burst 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 
Circle of Death snuffs out the life 
forces of living creatures, killing 
them instantly. The spell slaysld4 
Hit Dice worth of living creatures 
per caster level (maximum 20d4). 



The weakest (lowest Hit Die) 
creatures in the area are affected 
first. Creatures with at least 9 Hit 
Dice or levels are not affected, 
nor does a circle of death spell 
affect creatures that are not alive. 

Cloudkill 
Level: Sor 5 

Range: Medium (100' +10'/level) 
Duration: 1 minute/level 
Effect: Spreads 30' wide by 20' 

high 

Saving Throw: See text 
Spell Resistance: Yes 

This spell generates a bank of fog 
with ghastly yellowish green 
vapors that are poisonous. They 
kill any living creature with 3 or 
fewer Hit Dice or levels (no save) 
and cause creatures with 4 to 6 
Hit Dice or levels to make 
Fortitude saving throws or die. 
Living creatures above 6 Hit 
Dice, and 4 to 6 Hit Die creatures 
that make their saving throws, 
suffer ldlO points of poison dam- 
age each round while in the cloud. 
Holding one's breath doesn't help. 

Command 
Level: Clr 1 

Range: Close (25 +5 /2 levels) 
Duration: 1 round 
Target: One living creature 
Saving Throw: Will negates 
Spell Resistance: Yes 
The Cleric gives the subject a 
one-word command, which the 
creature obeys to the best of its 



ability. To work, the command 
must be audible, intelligible, 
unequivocal, and neither suicidal 
nor directly harmful. Casters 
using this spell cause their op] 
nents to hold still for one round 
(creatures so affected are consid 
ered prone for purposes of 
attack). 

Cone of Cold 
Level. Sor 5 

Range: Close (25' + 5'/2 levels) 
Duration: Instantaneous 
Area: Cone 

Saving Throw: Reflex halves 
Spell Resistance: Yes 

Cone of cold creates an area of 
extreme cold, originating at the 
caster's hand and extending out- 
ward in a cone. It drains heat, 
causing ld6 cold damage per 
caster level (maximum 15d6). 

Confusion 
Level: Sor 4 

Range: Medium (100' +10'/level) 
Duration: 1 round/ level 
Target: All creatures within a I 
radius 

Saving Throw. Will negates 
Spell Resistance: Yes 

Creatures affected by this spell 
will do nothing for the duration 
of the spell. However, attackers 
are not at any special advantage 
when attacking them. Any con- 
fused creature that is attacked 
automatically attacks its attacks - 
on its next turn. 
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Control Undead 
Level: Sor 7 

Range Close (25 +5 /2 levels) 
Duration: 1 minute/ level 
Target. Up to 2 HD worth of 
undead creatures/ level, no two of 
which can be more than 30' apart 
Saving Throw: Will negates 
Spell Resistance. Yes 
■This spell enables the caster to 
i command undead creatures for a 
■phort period of time. The caster 

■ commands the creatures to attack 
I other creatures hostile to him or 
■her in the area. There is no tele- 
■pathic communication, but the 
[creatures understand the caster 

despite her language. Even if 
I communication is impossible, the 
, controlled undead do not attack 
i the spellcaster. At the end of the 

spell, the controlled undead 
Brevert to their normal behavior. 
Intelligent undead might remem- 
ber that the caster controlled them 

■ Cure Critical Wounds 
Level: Clr 4 

As cure light wounds, except 
■cure critical wounds cures 4d8 
points damage +1 point per cast- 
er level (up to +20). 

Cure Light Wounds 
Level. Clr 1, Pal 1, Rgr 1 
Range: Touch 
Duration: Instantaneous 
Target: One creature 
Saving Throw: None (see text) 
Spell Resistance: No 



When laying his hand upon a liv- 
ing creature, the caster channels 
positive energy that cures U18 
points of damage +1 point per 
caster level (up to +5). Since 
undead are powered by negative 
energy, this spell inflicts damage 
on them instead of curing their 
wounds. An undead can attempt 
a Will save to take half damage. 

Cure TVYinor Wounds 
Level: Clr 0 

As cure light wounds, except 
cure minor wounds cures 1 point 
of damage. 

Cure Moderate Wounds 
Level. Clr 2, Pal 2 
As cure light wounds, except 
cure moderate wounds cures 2d8 
points damage +1 point per cast- 
er level (up to +10). 

Cure Serious Wounds 
Level. Clr 3, Pal 3, Rgr 3 
As cure light wounds, except 
cure moderate wounds cures 3d8 
points damage +1 point per cast- 
er level (up to +15). 

Darkness 
Level: Clr 2, Sor 2 
Range: Touch 

Duration: 10 minutes/ level 
Area: 20' radius 
Saving Throw: None 
Spell Resistance: No 

This spell causes an object to 
"shed" darkness. 



107 



Spell Descriptions 



1 



Not even creatures who can nor- 
mally see in the dark (such as 
with darkvision) can see. Normal 
light and light spells of lower 
level do not work in the area of 
effect. Targets fighting within the 
confines of this spell suffer a 50% 
concealment miss modifier. 

Dase 
Level. S 0 

Range : Close (25' + 5'/2 levels) 
Duration: 1 round 
Target: One person (up to 4 Hit 
Dice or levels) 
Saving Throw: Will negates 
Spell Resistance: Yes 
This enchantment clouds the 
mind of a humanoid of Medium- 
size or smaller so that it takes no 
actions. Humanoids of 5 or more 
Hit Dice or levels are not affect- 
ed. Targets are not stunned (so 
attackers get no special advan- 
tage against him), but they can't 
move, cast spells, use mental 
abilities, etc. 

Delay Poison 
Level: Clr 2, Pal 2, Rgr 2 
Range: Touch 
Duration: 1 hour/ level 
Target: One creature 
Saving Throw: None 
Spell Resistance: No 
The affected creature becomes 
temporarily immune to poison. 
Any poison that would affect her 
"waits around" until the spell 
ends and then takes effect. 



The spell works regardless of 
whether poison is already in the 
character's system. It does not, 
however, cure any damage that 
poison may have already done. 

Destruction 
Level: Clr 7 

Range : Close (25' + 5'/2 levels) 
Duration: Instantaneous 
Area: One creature 
Saving Throw: Fortitude partial I v 
negates (see text) 
Spell Resistance. Yes 
This awful spell instantly slays 
the target and consumes her 
remains utterly in holy (or 
unholy) fire. If the target's savin 
throw succeeds, she instead suf- 
fers 10d6 damage. 

Detect TWac/ic 
Level: Clr 0, Sor 0 
Range 60' 

Duration. 1 minute/ level 
Area: A quarter-circle, radius 60', 
emanating from the caster 
Saving Throw: None 
Spell Resistance: No 
The caster detects magical radia- 
tions from objects that are either 
arcane or divine in nature within 
the range of the spell. Items that 
are magical glow a soft blue in 
hue. The spell only shows the 
presence of a magical item and 
does not reveal any information 
about what that items may 
actually do. 



Disintegrate 
Level: Sor 6 

Range: Medium (100' +10'/level) 
Duration: Instantaneous 
Target: One creature or 10' cube 
of nonliving matter or energy 
Saving Throw: Fortitude partial 
(see text) 

Spell Resistance: Yes 

A thin, green beam springs from 
the caster's pointing finger, caus- 
ing the creature or object it 
strikes to glow and vanish, leav- 
ing behind only traces of fine 
dust. The caster must make a suc- 
cessful ranged touch attack to hit. 
The ray affects even magical mat- 
ter or energy of a magical nature 
but not a globe of invulnerability. 
A creature or object that success- 
fully saves is only partially affected; 
it suffers 5d6 damage. 

Dispel TVYacjic 

Level Clr 3, Pal 3, Sor 3 

Range : Medium (100' +10'/level) 

Duration: Instantaneous 

Area: 30' radius burst 

Saving Throw: No 

Spell Resistance: No 

As magic is powerful, so too is 

the ability to dispel magic. A 

spellcaster can use dispel magic 

to end ongoing spells ("dispel" 

them) that have been cast on a 

creature or object or within an 

area. A dispelled spell ends as if 

its duration had expired. 



Displacement 
Level: Sor 3 
Range: Touch 
Duration: 1 round/ level 
Target: Creature touched 
Saving Throw: None 
Spell Resistance: No 
Emulating the natural ability of 
the displacer beast, the caster 
appears to be about 2 feet away 
from her true location. The sub- 
ject benefits from a 50% miss 
chance as if she had full conceal- 
ment. (Unlike actual full conceal- 
ment, displacement doesn't pre- 
vent enemies from targeting the 
subject normally.) True seeing 
reveals the subject's true location. 

Disrupt TJndead 
Level: Sor 0 

Range : Close (25' + 5'/2 levels) 
Duration: Instantaneous 
Target: One creature 
Saving Throw: None 
Spell Resistance: Yes 
The caster directs a Shockwave of 
positive energy. The caster must 
make a ranged touch attack roll 
to hit, and if the ray hits an 
undead creature, it deals ld6 
damage to it. 

Divine Power 
Level: Clr 4 
Range: Personal 
Duration: 1 round/ level 
Target: The caster 



Calling upon the divine power of 
his patron, the Cleric casting this 
spell imbues himself with 
strength and skill in combat. 
For the duration, the Cleric has 
the attack bonus of a Fighter of 
his total level, a Strength of 18 
(+4 bonus), and one additional 
temporary hit point per level. 
Additional hit points gained by 
the spell are lost first and disap- 
pear at the spell's duration. 

Dominate Person 
Level: Sor 5 

Range Medium (100' +10'/level) 
Duration: 1 day/ level 
Target: One humanoid of medi- 
um size or smaller 
Saving Throw. Will negates 
Spell Resistance: Yes 
The caster can control the actions 
of any humanoid that is medium 
size or smaller. The caster estab- 
lishes a telepathic link with the 
subject's mind. Dominated per- 
sons will fight with the party as 
an ally. 

Entangle 
Level: Rgr 1 

Range: Long (400' +40'/ level) 
Duration: 1 minute/ level 
Area: 40' radius 
Saving Throw: Reflex (see text) 
Spell Resistance: No 



Grasses, weeds, bushes, and even 
trees within the area of effect 
wrap, twist, and entwine about 
creatures, holding them fast. An 
entangled creature suffers a -2 
penalty to ranged attack rolls and 
a -4 penalty to effective Dexterih 
Since the plants are anchored, the 
entangled character must make a 
successful Reflex save to be able 
to move. Spellcasters trapped in 
an entangle spell must succeed at 
a Concentration check to be able 
to cast any spells. 

Fear 
Level: Sor 4 

Range: Close (25' + 5'/2 levels) 
Duration: 1 round/ level 
Area: Cone 

Saving Throw: Will negates 
Spell Resistance: Yes 

An invisible cone of terror can si 
living creatures to cower from th» 
caster for 1 round per caster 
level. Those affected by this spell 
also suffer a -2 penalty to their 
saving throws. 

Feeblemind 
Level: Sor 5 

Range: Medium (100' +10'/level) 
Duration: Instantaneous 
Target: One creature 
Saving Throw: Will negates 
(see text) 

Spell Resistance: Yes 
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The target's Intelligence drops to 1, 
Sjoughlv the intellect of a lizard. The 
Bjeature is unable to cast spells or 
■communicate coherently. Still, the 
fceature knows who its friends are, 
Hrtd it can follow them and even 
protect them. The creature remains 
in this state until a heal spell is used 
Bo cancel the effects. Creatures that 
can cast Arcane spells or use Arcane 
spell-like effects, such as Sorcerers, 
Buffer a -4 penalty on their saving 
■hrows against feeblemind. 

Find Traps 
Level. Clr 2 

Range Medium (100' + lO'/level) 
Duration: 1 minute/ level 
Target: The caster 
■This causes traps to glow red, 
making them easier to find and 
disarm. 

Fincjer of Death 
Level: Sor 7 

Range : Close (25' + 5 /2 levels) 
Duration: Instantaneous 
Target: One living creature 
Saving Throw: Fortitude partially 
negates (see text) 
Spell Resistance: Yes 
The caster can slay any one living 
creature within range. The victim 
is entitled to a Fortitude saving 
throw to survive the attack. If he 
■lucceeds, he instead sustains 3d6 
fcamage + 1 point per caster level. 

Fireball 
ifVEi: Sor 3 

\nge: Long (400' +40'/ level) 



Duration. Instantaneous 
Area: 20' radius 
Saving Throw Reflex halves 
Spell Resistance: Yes 

A fireball is a burst of flame that 
detonates with a low roar and 
inflicts ld6 damage per caster level 
(maximum of 10d6), to all creatures 
within it. Unattended objects also 
take this damage. The burst creates 
almost no pressure. 

Fire Shield 
Level: Sor 4 
Range: Personal 
Duration: 1 round/ level 
Target: The caster 
This spell wreathes the caster in 
flame and causes damage to each 
creature that attacks him in 
melee. The flames give the caster 
half damage from cold-based 
attacks. If the attack allows for a 
Reflex saving throw for half dam- 
age, the caster takes no damage 
at all on a successful save. Any 
creature striking the caster with 
its body or hand-held weapons 
inflicts normal damage upon the 
caster, but the attacker suffers 
ld6 points of damage plus 1 
point of fire damage per caster 
level. 

Fire Storm 
Level: Clr 8 

Range: Medium (100' +1071evel) 
Duration: Instantaneous 
Area: Two 10-foot cubes/ level 
Saving Throw: Reflex halves 
Spell Resistance. Yes 



When a fire storm spell is cast, 
the whole area is shot through 
with sheets of roaring flame. Any 
creatures within the fire storm 
suffer ld6 fire damage per caster 
level to a maximum of 20d6 
damage. 

Flame Strike 
Level. Clr 5 

Range : Medium (100' + 
10'/ level) 

Duration: Instantaneous 

Area Cylinder 10' in radius and 

40' high 

Saving Throw: Reflex halves 
Spell Resistance. Yes 

When a Cleric evokes a flame 
strike, a vertical column of divine 
fire roars downward in the loca- 
tion called for by the caster. The 
spell deals ld6 damage per level, 
to a maximum of 15d6. Half the 
damage is fire damage, but the 
other half results directly from 
divine power and is therefore not 
subject to protections from fire. 

Freedom of Movement 
Level: Clr 4, Pal 4, Rgr 4 
Range: Touch 

Duration: 10 minutes/ level 
Target: One creature 
Saving Throw. None 
Spell Resistance. No 

This spell enables the abjured 
creature to move and attack nor- 
mally for the duration of the 
spell, even under the influence 



of magic that impedes move- 
ment, such as hold, paralysis, 
slow, or web spells. 

Ghoul Touch 
Level: Sor 2 
Range: Touch 
Duration: ld6+2 rounds 
Target: One living humanoid 
Saving Throw: Fortitude negate s 
Spell Resistance: Yes 
Imbuing the caster with negatiw 
energy, this spell allows the castei 
to touch a single humanoid and 
paralyze him for ld6+2 rounds. 

Globe of 
Invulnerability 
Level: Sor 6 
Range ; 10' 

Duration: 1 round/ level 

Area 10' radius centered on the 

caster's location 

Saving Throw: None 

Spell Resistance. No 

The globe of invulnerability 

works like the minor globe of 

invulnerability except that it also 

excludes 4th-level spells. 

Halt Undead 
Level: Sor 3 

Range: Medium (100' + 
10'/level) 

Duration. 1 round /level 
Target: Up to three undead, no 
two of which are more than 30' 
apart 

Saving Throw: See text 



Spell Resistance. Yes 

When cast, this spell renders 
[immobile up to 3 undead crea- 
[tures. The spell affects any 3 

undead that are within the field 
fcf vision and spell range of the 

caster. Undead of a mindless 

nature (skeletons and zombies) 
' are automatically affected. Other 

forms of undead are allowed a 

Will saving throw to negate 

ke effect. 

Harm 

Level: Clr 6 

Range: Touch 

Duration: Instantaneous 

Target: One creature 

Saving Throw: None 

Spell Resistance. Yes 
■The dreaded harm charges a vic- 
Itim with negative energy that 
■causes the loss of all but ld4 hit 

points. If used against an undead 
■ creature, it acts like heal. 

Haste 
Level: Sor 3 

Range: Close (25' + 5 /2 levels) 
Duration: 1 round/ level 
Targets: One creature 
Saving Throw: None 
Spell Resistance. No 
"The altered creatures move and 
act more quickly than normal. 
This extra speed has several 
effects. All hasted creatures may 
take one extra partial action dur- 
ing their turn. The hasted crea- 
tures act in initiative order. 



Hasted creatures gain a +4 haste 
bonus to AC. The creatures lose 
this bonus whenever they would 
lose a dodge bonus. 
Haste counters the Slow spell. 

Heal 
Level: Clr 6 
Range: Touch 
Duration: Instantaneous 
Target: One creature 
Saving Throw. None 
Spell Resistance. No 
The very potent heal spell enables 
a Cleric to channel positive energy 
into a creature to wipe away dis- 
ease and injury. It completely 
cures all diseases, blindness, and 
deafness of the target and cures all 
hit-point damage and all tempo- 
rary damage to ability scores. It 
dispels feeblemind and cures 
those mental disorders caused by 
spells or injury to the brain. Heal 
does not remove negative levels, 
restore permanently drained lev- 
els, or restore permanently 
drained ability scores. If used 
against an undead creature, heal 
acts like harm. 

Hold A/Yonster 
Level: Sor 5 

Range: Medium (100' +10'/level) 
Duration: 1 round/ level 
Target: One living creature 
Saving Throw: Will negates 
Spell Resistance. Yes 
As hold person except this spell 
holds any living creature. 



Hold Person 
Level: Clr 2, Sor 3 

Range: Medium (100' +10'/level) 
Duration: 1 round/ level 
Target: One humanoid of 
Medium-size or smaller 
Saving Throw: Will negates 
Spell Resistance: Yes 
The target freezes in place, stand- 
ing helpless. He is aware and 
breathes normally but cannot 
take any physical actions, even 
speech. 

Hold Poison 
Level: Clr 3 
Range Touch 
Duration: 1 day/ level 
Target: Creature touched 
Saving Throw: None 
Spell Resistance: No 
This spell has a duration meas- 
ured in days rather than hours. 
When cast upon a victim who 
has been poisoned by any means, 
hold poison arrests the venom 
and prevents it from doing any 
additional damage to the victim. 
(In most cases, the spell must be 
cast during the poison's onset 
time in order to be effective.) 
Damage that has already been 
inflicted is not restored, but as 
long as the hold poison is in 
effect, the victim can be cured or 
healed of damage caused by poi- 
son by any normal means. 



Improved Invisibility 
Level: Sor 4 
Range: Touch 

Duration: 4 rds. + 1 rd./level 

Target: Creature touched 

Saving Throw: None 

Spell Resistance: No 

This illusion spell is similar to the 

invisibility spell, but the spell 

doesn't end if the target attacks. 

Incendiary Cloud 
Level: Sor 8 

Range: Medium (100' + 10'/levd 
Duration. 1 round/ level 
Effect: Spreads 30' wide by 20' 
high 

Saving Throw. Reflex halves 
Spell Resistance Yes 

An incendiary cloud spell creates 
a cloud of roiling smoke shot 
through with white-hot embers. 
The white hot embers within the 
cloud inflict 4d6 fire damage to 
everything within the cloud each 
round. 

Inflict Critical Wounds 
Level: Clr 4 

As inflict light wounds, except 
inflict critical wounds inflicts 4d8 
points damage +1 point per level 
of the caster (maximum +20). 

Inflict Light Wounds 
Level: Clr 1 
Range: Touch 
Duration: Instantaneous 
Target: One creature 



Saving Throw: Will halves 
Spell Resistance: Yes 

When laying his hand upon a 
creature, the Cleric channels neg- 
ative energy that inflicts ld8 
points of damage +1 point per 
level of the caster upon the target 
(up to +5). Since undead are 
powered by negative energy, this 
spell cures them of damage 
rather than damaging them. 

Inflict Moderate 

Wounds 

Level. Clr 2 

As inflict light wounds, except 
inflict moderate wounds inflicts 
2d8 points damage +1 point per 
level of the caster (maximum +10). 

Inflict Serious Wounds 
Level Clr 3 

As inflict light wounds, except 
inflict serious wounds inflicts 3d8 
points damage +1 point per level 
of the caster (maximum +15). 

Invisibility 
Level: Sor 2 
Range: Touch 

Duration: 10 minutes/ level 
Target: One Creature 
Saving Throw: None 
Spell Resistance: No 

The creature vanishes from sight, 
even from darkvision. It becomes 
visible if it attacks any other crea- 
[ture. Of course, the recipient is 
not magically silenced, and certain 



other conditions can render the 
recipient detectable. For purposes 
of this spell, an "attack" includes 
any spell targeting a foe or whose 
area of effect includes a foe. 
Note: Attackers suffer a -4 penal- 
ty to their attack rolls when 
attempting to hit an invisible 
creature. 

Invisibility Sphere 
Level: Sor 3 
Range: Touch 

Duration: 10 minutes/ level 
Area: 10-foot radius around crea- 
ture touched 
Saving Throw: None 
Spell Resistance: No 
This spell confers invisibility (as 
the spell invisibility) upon all 
creatures within 10 feet of the 
recipient. The center of the effect 
is mobile with the recipient. Any 
affected creature moving out of 
the area becomes visible, but 
creatures moving into the area 
after the spell is cast do not be- 
come invisible. Affected creatures 
(other than the recipient) that 
attack negate the invisibility only 
for themselves. If the spell recipi- 
ent attacks, the invisibility sphere 
ends. 

Licjht 

Level: Clr 0, Sor 0 
Range: Touch 

Duration: 10 minutes/ level 
Target: One object 
Saving Throw: None 



Spell Resistance: No 

This spell causes an object to 
glow like a torch, shedding light 
in a 20-foot radius from the point 
the caster touches. The effect is 
immobile, but it can be cast on a 
movable object. Light taken into 
an area of magical darkness does 
not function. 

Licjhtnincj Bolt 
Level: Sor 3 

Range : Medium (100' + 10'/level) 
Duration: Instantaneous 
Area: 5' by 100' 
Saving Throw: Reflex halves 
Spell Resistance. Yes 
The caster releases a powerful 
stroke of electrical energy that 
inflicts ld6 damage per caster 
level (maximum 10d6) to each 
creature within its area of effect. 
The bolt begins at the caster's fin- 
gertips. The caster can project a 
bolt 5 feet wide and a hundred 
feet long. 

A/lacje Armor 
Level: Sor 1 
Range: Touch 
Duration: 1 hour/ level 
Target: One creature 
Saving Throw: None 
Spell Resistance. No 
An invisible, tangible field of 
force surrounds the subject of 
mage armor. It provides a +4 
armor bonus to AC. Unlike mun- 
dane armor, mage armor entails 



no armor check penalty, spell 
failure chance, or movement 
reduction. Since the AC bonus is 
an armor bonus, it does not stack 
with other armor bonuses, such 
as from mundane armor or brac- 
ers of armor. Incorporeal crea- 
tures can not bypass this effect as 
the spell creates a magical protec- 
tion that differs from normal 
armor. 

AAacjic TWissile 
Level: Sor 1 

Range: Medium (100' +10'/level) 
Duration: Instantaneous 
Target: Up to five creatures, no 
two of which can be more than 
15' apart 

Saving Throw: None 
Spell Resistance: Yes 

A missile of magical energy darts 
forth from the caster's fingertip 
and unerringly strikes its target. 
The missile inflicts ld4+l dam- 
age. The missile strikes unerring- 
ly, even if the target is in melee or 
has partial cover or concealment. 
For every two extra levels of 
experience past 1st, the caster 
gains an additional missile — she 
has two at 3rd level, three at 5th 
level, four at 7th level, up to a 
maximum of five missiles at 9th 
level or higher. If the caster 
shoots multiple missiles, she can 
have them strike a single creatim 
or several creatures. 



Mass Suggestion 
Level: Sor 6 

Range: Medium (100' +10 / level) 
Duration: 1 hour/ level 
Target: One living 
creature/ level, no two of which 
can be more than 30' apart. 
Saving Throw: Will negates 
Spell Resistance. Yes 
The spell causes multiple creatures 
to fall under the sway of the cast- 
er's side of the battle. Such crea- 
tures will fight for the caster as if 
they were controlled by the party 
(much like the spells Charm 
Person or Charm Monster). 

TVYelf's Acid Arrow 
Level: Sor 2 

Range: Long (400' +40'/level) 
Duration: 1 round + 1 round/ 3 levels 
Effect: One arrow of acid 
Saving Throw. None 
Spell Resistance: Yes 
A magical arrow of acid springs 
from the caster's hand and speeds 
to its target. The caster must make 
a ranged touch attack roll to hit 
her target. The arrow inflicts 2d4 
points of acid damage. For every 
three levels that the caster has 
achieved, the acid, unless some- 
how neutralized, lasts for another 
round, inflicting another 2d4 
points of damage each round. 

TVYinor Globe of 
Invulnerability 
Level: Sor 4 
nge: 10' 



Duration: 1 round/ level 

Area: 10' radius, centered on the 

caster 

Saving Throw: None 
Spell Resistance. No 

An immobile, faintly shimmering 
magical sphere surrounds the 
caster and excludes all 1st-, 2nd-, 
and 3rd-level spell effects. Such 
spells fail to affect any target or 
recipient located within the 
globe. However, any type of spell 
can be cast through or out of the 
magical globe. The globe can be 
brought down by a dispel magic 
spell. A caster may freely leave 
and re-enter the globe with no 
penalty. 

Neutralize Poison 
Level: Clr 4, Pal 4, Ran 4 
Range: Touch 
Duration. Instantaneous 
Target: One creature or one 
object of up to 1 cubic foot/ level 
Saving Throw: None 
Spell Resistance: No 
The caster detoxifies any sort of 
venom in the creature or object 
touched. A poisoned creature suf- 
fers no additional damage or 
effects from the poison, and any 
temporary effects are ended, but 
the spell does not reverse instan- 
taneous effects, such as hit point 
damage, ability score damage, or 
effects that don't go away on 
their own. 



Poison 
Level: Clr 4 
Range: Touch 

Duration: Instantaneous (see text) 
Target: Living creature touched 
Saving Throw: Fortitude negates 
(see text) 

Spell Resistance. Yes 

Calling upon the venomous pow- 
ers of natural predators, the cast- 
er inflicts a victim with a horrible 
poison through a successful 
melee touch attack. The poison 
deals ldlO temporary 
Constitution damage immediate- 
ly and another ldlO temporary 
Constitution one minute later. 
Each instance of damage can be 
negated by a Fortitude saving 
throw (the Difficulty Check is 10 
+ 1/2 caster level + the caster's 
Wisdom modifier). 

Prayer 
Level: Clr 3, Pal 3 
Range: 30' 

Duration: 1 round/level 
Area All friendly and enemy 
creatures within 30' of the caster 
Saving Throw: None 
Spell Resistance: Yes 
The caster brings special favor 
upon himself and his party and 
brings disfavor to his enemies. 
Friendly creatures gain a +1 luck 
bonus on attack rolls, weapon 
damage rolls, saving throws, and 
skill checks, while enemies suffer 
a -1 penalty on such rolls. 



Protection from Evil 
Level: Clr 1, Pal 1, Sor 1 
Range: Touch 
Duration: 1 minute/level 
Target: Creature touched 
Saving Throw: None 
Spell Resistance: No 
This spell conjures a field around 
the target that has three major 
effects: it gives a +2 bonus to AC 
and a +2 bonus on saving throws, 
(both against attacks made by 
evil creatures) it blocks any 
attempt to possess or to exercise 
mental control over the warded 
creature, and lastly, it prevents 
bodily contact by elementals and 
outsiders. This causes the natural 
weapon attacks of such creatures 
to fail and the creatures to recoil, 
if such attacks require touching 
the warded creature. 

Protection from Good 
Level: Clr 1, Sor 1 

As protection from evil, except 
that the bonuses apply to attacks 
from good creatures (not evil 
ones), and evil outsiders and ele- 
mentals (not good ones) can 
touch the target. 

Raise Dead 
Level: Clr 5 
Range: Touch 
Duration: Instantaneous 
Target: One dead creature 
Saving Throw: None 
Spell Resistance: No 



The Cleric restores life to a 
deceased creature. Raise dead 
cures hit point damage up to a 
total of 1 hit point per Hit Die or 
level. Any damage ability scores 
damaged to 0 are raised to 1. Any 
conditions that were present at 
the time of death, such as para- 
lyzation or poison, are cured as a 
result of this spell. 

Remove Blindness 
Level: Clr 3, Pal 3 
Range: Touch 
Duration: Instantaneous 
Target: Creature touched 
Saving Throw: None 
Spell Resistance: No 
This spell cures blindness, 
whether the effect is normal or 
magical. The spell does not 
restore eyes that have been lost, 
but repairs them if damaged. 

Remove Curse 

Level: Clr 3, Sor 4 

Range: Touch 

Duration: Instantaneous 

Target One creature 

Saving Throw: None 

Spell Resistance: No 

This spell instantaneously and 

permanently removes a curse on 

a person. Remove curse dispels 

the spell bestow curse. 

Remove Fear 
Level Clr 1 

Range: Close (25' + 5'/2 levels) 



Duration: See text 
Target: One creature plus one 
additional creature/4 levels, no 
two of which can be more than 
30' apart 

Saving Throw: None 
Spell Resistance: No 

The Cleric casting this spell 
instills courage in the spell recipi- 
ent, granting the creature a +4 
morale bonus to his Will saving 
throws for 10 minutes. If the 
recipient is suffering from a fear 
effect when receiving the spell, 
the target is restored to their nor- 
mal state. Remove fear counters 
and dispels cause fear. 

Remove Paralysis 
Level: Clr 2, Pal 2 
Range: Close (25' + 5 /2 levels) 
Duration: Instantaneous 
Target: Up to four creatures, no 
two of which can be more than 
30' apart 

Saving Throw: None 
Spell Resistance: No 

The caster can free one or more 
creatures from the effects of any 
temporary paralyzation or relat- 
ed magic including a ghoul's 
touch, a hold spell, or slow. 
When the spell is cast on a crea- 
ture, the paralyzation is negated. 

Repulsion 
Level: Sor 6 
Range: 10/level 
Duration: 1 round/ level 



Area Up to 10' radius/ level, cen- 
tered on the caster 
Saving Throw: Will negates 
Spell Resistance: Yes 

An invisible, mobile field sur- 
rounds the caster and prevents 
creatures from approaching her. 
Creatures within or entering the 
field must attempt saving throws. 
If they fail, they become unable 
to move toward the caster for the 
duration of the spell. Repelled 
creatures' actions are not other- 
wise restricted; they can fight 
other creatures, cast spells and 
attack the caster with ranged 
weapons. Targets in the thrall of 
the spell may make melee attacks 
against the warded individual if 
the warded individual moves 
within reach. 

Resistance 

Level: Clr 0, Pal 0, Sor 0 

Range Touch 

Duration: 1 minute 

Target: One creature 

Saving Throw: None 

Spell Resistance: No 

The caster imbues the target with 

magical energy that protects her 

from harm, granting her a +1 

bonus on saving throws. 

Restoration 
Level: Clr 4 
Range: Touch 
Duration: Instantaneous 
Target: Creature touched 
Saving Throw: None 



Spell Resistance. No 

Dispels any magical effects 
reducing one of the subject's abil- 
ity scores or cures all points of 
temporary or permanent ability 
damage to one of the subject's 
ability scores (such as from poi- 
son). It also restores any experi- 
ence levels to a creature who has 
had a level drained. 

Resurrection 
Level: Clr 7 
Range: Touch 
Duration: Instantaneous 
Target: Dead creature touched 
Saving Throw: None 
Spell Resistance. No 
The Cleric is able to restore life 
and complete strength to any 
deceased creature by bestowing 
the resurrection spell on the crea- 
ture's remains. The creature can- 
not be dead any longer than 10 
years per level of the Cleric cast- 
ing the spell. Upon completion of 
the spell, the creature is imme- 
diately restored to full hit points, 
vigor, and health, with no loss of 
prepared spells. 

Searincj Light 
Level. Clr 3 
Range: Medium 
(100' + 10' per level) 
Duration: Instantaneous 
Target: One creature 
Saving Throw. None 
Spell Resistance. Yes 



Focusing holy power like a ray of 
the sun, the Cleric projects a blast 
of light from his open palm. The 
Cleric must make a ranged touch 
attack to strike his target. A crea- 
ture struck by this ray of light 
suffers ld8 damage per 2 caster 
levels (maximum 5D8). Undead 
suffer ld6 damage per caster 
level (maximum 10d6), and 
undead particularly vulnerable to 
sunlight, such as vampires, suffer 
ld8 points of damage per caster 
level (maximum 10d8). Constructs 
and inanimate objects suffer only 
ld6 points of damage per 2 caster 
levels (maximum 5D6). 

See Invisibility 
Level: Sor 2 

Range: Medium (100' + 10'/ level) 
Duration. 10 minutes/ level 
Area: Cone 
Saving Throw: None 
Spell Resistance: No 
The caster is able to see any crea- 
tures who are invisible in the area 
of the spell. 

Shield 
Level: Sor 1 
Range: Personal 
Duration: 1 minute/ level 
Target: The caster 
Shield creates an invisible, mobile 
disc of force that hovers in front 
of the caster. It completely 
negates magic missile attacks 
directed at him. The disc inter- 
cepts attacks, providing three- 



fourths cover (+7 AC and +3 on 
Reflex saving throws). 

Shield of Faith 

Level: Clr 1 

Range: Touch 

Duration: 1 minute/ level 

Target: One creature 

Saving Throw. None 

Spell Resistance: No 

This spell creates a shimmering, 

magical field around the caster 

that averts attacks. The spell 

grants a +2 bonus to AC, with an 

additional +1 for every 6 levels of 

the caster (up to +5). 

Shocking Grasp 
Level: Sor 1 
Range: Touch 
Duration: 1 round 
Target: One creature or object 
Saving Throw: None 
Spell Resistance. Yes 
This spell imbues the caster's 
hand with a powerful electrical 
charge, which she can use to 
damage an opponent. The caster 
must make a successful melee 
touch attack which deals ld8 of 
electrical damage +1 /caster level 
(maximum ld8+20). When deliv- 
ering the jolt, the caster gains a 
+3 attack bonus if the opponent 
is wearing metal armor (or made 
out of metal, carrying a lot of 
metal, etc.) 



Silence 
Level: Clr 2 

Range: Long (400' +40 /level) 
Duration: 1 minute/ level 
Area: 15' radius, centered on a 
creature, object, or point in space 
Saving Throw: Will negates 
Spell Resistance: Yes 
Upon the casting of this spell, 
complete silence prevails in the 
affected area. All sound is 
stopped; conversation is impossi- 
ble, spells cannot be cast, and no 
noise whatsoever issues from, 
enters, or passes through the 
area. 

Slay Living 
Level: Clr 5 
Range: Touch 
Duration: Instantaneous 
Target. One living creature 
Saving Throw. Fortitude partially 
negates (see text) 
Spell Resistance. Yes 
The caster can slay any one living 
creature. The caster must succeed 
at a melee touch attack roll to 
touch the victim, and the victim 
can avoid death with a successful 
Fortitude saving throw. If she 
succeeds, she instead suffers 3d6 
damage + 1 point per caster level. 
(Of course, the victim might die 
from damage even if she suc- 
ceeds at her saving throw.) 



Sleep 

Level: Rgr l,Sorl 
Range: Medium (100' +10'/level) 
Duration: 1 minute/ level 
Area: Several living creatures 
within a 15' radius burst 
Saving Throw: Will negates 
Spell Resistance. Yes 
A sleep spell causes a comatose 
slumber to come upon one or 
more creatures. Up to 2d4 Hit 
Dice or levels of creatures can be 
affected, and creatures with the 
least amount of Hit Dice are 
affected first. No creature with 5 
or more Hit Dice or levels is 
affected, and Hit Dice that are not 
sufficient to affect a creature are 
wasted. Sleeping creatures are 
helpless. Slapping or wounding 
awakens affected creatures, but 
normal noise does not. 
Awakening a creature is a partial 
action. 

Slow 
Level: Sor 3 

Range : Close (25' + 5'/2 levels) 
Duration: 1 round/ level 
Target: One creature/ level, no 
two of which can be more than 
30' apart 

Saving Throw: Will negates 
Spell Resistance. Yes 

Affected creatures move and at- 
tack at a drastically slowed rate. 
Slowed creatures can only take a 
partial action each turn. 
Additionally, they suffer -2 
penalties on AC, melee attack 



rolls, melee damage rolls, and 
Reflex saves. Slow dispels the 
haste spell. 

Spell Resistance 
Level: Clr 5 
Range: Touch 
Duration: 1 minute/ level 
Target Creature touched 
Saving Throw: None 
Spell Resistance: No 
Creature touched gains spell 
resistance equal to 12 + the cast- 
er's level. In order to use a spell 
on a creature with spell resist- 
ance, the caster must roll the 
creature's spell resistance or 
higher on ld20 + caster's level. 

Spiritual Weapon 
Level: Clr 2 

Range: Medium (100' +10'/level) 
Duration: 1 round/ level 
Effect. A magical weapon of force 
Saving Throw: None 
Spell Resistance: Yes 
A melee weapon made of pure 
force springs into existence and 
attacks opponents at a distance, as 
the Cleric directs it. It strikes the 
opponent the Cleric designates, 
starting with one attack on the 
round the spell is cast and contin- 
uing each round thereafter. It uses 
the Cleric's Base Attack score as its 
attack bonus (possibly allowing it 
multiple attacks per round) and 
deals ld8 damage per hit. 



Stinking Cloud 
Level: Sor 3 

Range: Medium (100' +10'/level) 
Duration. 1 round/ level 
Effect: Spreads 30' radius by 20' 
high 

Saving Throw: Fortitude negates 
(see text) 

Spell Resistance: Yes 

Stinking cloud creates a billowing 
mass of poisonous, nauseating 
vapors that incapacitate those 
caught in it. Creatures who fail 
their saving throw in the cloud 
are unable to attack, cast spells, 
concentrate on spells, and so on. 
The only action the nauseated 
character can take is a single 
move per rum. These effects last as 
long as the character is in the cloud. 

True Seeing 
Level: Clr 5, Sor 6 
Range: Touch 
Duration: 1 minute/ level 
Target: Creature touched 
Saving Throw: None 
Spell Resistance: No 
The caster confers on the recipi- 
ent the ability to see all things as 
they actually are. The target sees 
through normal and magical 
darkness, notices secret doors 
hidden by magic, sees the exact 
locations of creatures or objects 
under blur or displacement ef- 
fects, sees invisible creatures or 
objects normally, sees through 
illusions, and sees the true form 
of changed or altered things. 



Vampiric Touch 
Level: Sor 3 
Range : Touch 

Duration: Instantaneous/2 hours 
(see text) 

Target: One living creature 
Saving Throw: None 
Spell Resistance: Yes 

The caster's touch deals ld6 
damage per 2 caster levels (maxi- 
mum 10d6) on a successful melee 
touch attack roll. The caster gains 
temporary hit points equal to the 
damage she inflicts. (The caster, 
however, can't gain more than 
the target's current hit points + 
10, enough to kill the target.) The 
temporary hit points disappear 2 
hours later. 

Web 
Level: Sor 2 

Range: Medium (100' + 10'/level) 
Duration: 10 minutes/level 
Effect: Spreads 20' radius 



Saving Throw: Reflex negates 
(see text) 

Spell Resistance: Yes 

Web creates a multi-layered mass 
of strong, sticky strands that trap 
those caught in them. The strands 
are similar to spider webs but far 
larger and tougher. Anyone in 
the area when the spell is cast 
must roll a Reflex saving throw. If 
the throw fails, the character is 
stuck. Characters who are stuck 
suffer a -2 to all attack rolls, -4 to 
Dexterity scores, must succeed in 
a Concentration check to cast a 
spell, and are immobile. A stuck 
character may break loose by 
spending one round and making 
a successful Strength check (DC 
20). Once loose (either by making 
the initial Reflex saving throw or 
a later Strength check), a charac- 
ter may progress through the 
web, but very slowly. Characters 
who make their saving throw 
may move unimpeded through 
the web. 
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Arraccat 

Arraccat are aggressive predators, dwelling 
both above and below ground. Half insect and 
half feline, all have six legs (two are nearly 
vestigial) and six eyes. Created by Wizard 
Elves to be guardians of the forest, these crea- 
tures have gone completely wild in Myth Drannor. 
Rogue Arraccat are often found as solitary dungeon creatures. Above 
ground, Arraccat tend to move in packs, mimicking hyenas in their 
behavior. 

Dracjon-Kin 

These creatures are rumored to be very distant 
cousins of dragons. Most Dragon-kin live 
wild and this type is known as tribal drag- 
on-kin. Dragon-kin have developed 
bipedal humanoid characteristics, but 
they still possess dragon like face and 
wings, claws, a tail, horns, and a sort of 
mane/ beard that dragons seem to have. 
Their coloration is usually a dark reddish brown. 

Drow 

These dreaded, evil creatures were once part of the 
community of elves that still roam the world's 
forests. Now these dark elves inhabit black caves 
and winding tunnels under the earth, where they 
make dire plans against the races that still walk 
beneath the sun, on the surface of the green earth. 
Drow have black skin and pale, usually white hair. 
They are shorter and more slender than humans, sel 
dom reaching more than 5 feet in height. 

Drow also have their own silent language made up of both signed 
hand movements and some body language that allows them to convey 
information to each other. The drow's world is one in which violent 
conflict is part of everyday life. It should not be surprising then, that 
most drow encountered, whether alone or in a group, are ready to 
fight. Drow wear finely crafted, non-encumbering, black mesh armor 
that is made with a special alloy of steel containing adamantine 







Even the lowliest Drow Fighters have, in effect, chain mail +1, while 
higher level Drow have more powerful mail. All dark elves receive 
training in magic. Perhaps it is the common use of magic in Drow 
society that has given the dark elves their incredible resistance. Dark 
elves do have one great weakness... bright light. Because the Drow 
have lived so long in the earth, rarely venturing to the surface, they 
are no longer able to tolerate bright light at all. 

Lizardfolk 

Lizardfolk are savage, semi-aquatic, reptilian 
humanoids that live through scavenging, raiding, 
and, in less hostile areas, by fishing and gathering. *J 
Adult Lizardfolk stand 6 to 7 feet tall, weighing Jf 
200 to 250 pounds. Skin tones range from - A 
dark green to gray to brown, and their scales jfr 
give them a flecked appearance. Their tails 
average 3 to 4 feet long and are not prehensile. Lizardfolk garb is lim- 
ited to strings of bones and other barbaric ornaments. In combat, 
Lizardfolk fight as unorganized individuals. If they have equality or 
an advantage over their opponents, they tend toward frontal assaults 
and massed rushes. When outnumbered, overmatched, or on their 
home ground, however, they become wily and ferocious opponents. 
Snares, sudden ambushes, and spoiling raids are favored tactics in 
these situations. While individually savage in melee, Lizardfolk tend 
to be distracted by food (such as slain opponents) and by simple treas- 
ures, which may allow some of their quarry to escape. They occasion- 
ally take prisoners as slaves, for food, or to sacrifice in obscure tribal 
rites. 

Nacja CGuardian & DarlO 

Possessing high intelligence and magical abilities, Naga 
are snake-like creatures with human heads. The cold- 
blooded Naga have glittering scales and grow to an adult 
length of 10 to 20 feet. Their lidless eyes are bright and 
wide, almost luminescent, and their spines are armored with 
sharp triangular extensions that grow in a Hue 

from the napes of their necks to the tips of their tails. 
Wise and patient, these creatures can stay still for 
hours but move swiftly when alarmed. They favor 
resting in a semi-aware state that conserves their 
energy and makes them very hard to surprise. 





Surrounded with a flowery sweet scent, the guardian Naga is marked 
by green-gold scales, silvery spines, and flashing golden eyes. It is so 
called because its lawful good nature makes it a perfect sentinel over a 
like-aligned being's treasure or some evil. The guardian Naga can spit 
poison at an individual attacker at up to 30 feet away, and has the abil- 
ity to use Divine spells as if they were Clerics. 

Dark Naga, the evil cousin to the guardian Naga, tend to be black, 
purplish-black, or very dark blue in hue, and their crested heads and 
smooth, almost invisible scales make them look like gigantic eels more 
than snakes. Dark Naga have a non-poisonous bite. The most feared 
ability of Dark Nagas is their power to wield magic. Dark Naga are 
immune to the effects of all known (normal and magical) venoms and poi- 
sons. 

Ore 

Ores are a species of aggressive mammalian carni- 
vores that band together in tribes and survive by 
hunting and raiding. Ores believe that in order to 
survive they must expand their territory, and so 
they are constantly involved in wars against 
many enemies: Humans, Elves, Dwarves, Goblins, 
and other Ore tribes. 

Ores vary widely in appearance, as they frequently crossbreed with 
other species. In general, they resemble primitive humans with grey- 
green skin covered with coarse hair. Ores have a slightly stooped pos- 
ture, a low jutting forehead, and a snout instead of a nose, though 
comparisons between this facial feature and those of pigs are exagger- 
ated and perhaps unfair. Ores have well-developed canine teeth for 
eating meat and short pointed ears that resemble those of a wolf. 
Orcish snouts and ears have a slightly pink tinge. Their eyes are 
human, with a reddish tint that sometimes makes them appear to 
glow red when they reflect dim light sources in near darkness. This is 
actually part of their optical system, a pigment which gives them 
darkvision. Male Ores are about 5 to 6 feet tall. Females average 6 
inches shorter than males. Ores prefer to wear colors that most 
humans think unpleasant: blood red, rust red, mustard yellow, yellow 
green, moss green, greenish purple, and blackish brown. Their armor 
is unattractive, dirty, and often a bit rusty. 
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Ores speak Orcish, a language derived from older human and elvish 
languages. There is no common standard of Orcish, so the language 
has many dialects which vary from tribe to tribe. Ores have also 
learned to speak local common tongues, but are not comfortable with 
them. Some ores have a limited vocabulary in Goblin, Hobgoblin, and 
Ogre dialects. Ores are constantly in battle, believing life to be a series 
of war torn battles for might and supremacy. 

Ormyrr 

Some sages believe these seldom-glimpsed creatures 
are natives of another plane or world who have 
somehow found their way to Faerun. An Ormyrr 
is pale mushroom white to dun in color, with a 
purplish underbelly. It looks like a giant upright 
worm with two pairs of arms projecting from a 
powerful torso, topped by a fang-mouthed, frog-like 
head. Ormyrr give an overall impression of great strength, and can 
wield weapons with all four arms without getting tangled up in their 
own attacks. Ormyrr can also fight with their long-taloned hands, or 
use them to hurl missiles. Some Ormyrr wear necklaces of the linked 
skulls of creatures they've slain; adventurers are warned that the 
braincases are often used to store sling stones and other small 
weapons or items (such as caltrops or darts). 
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Undead 

Myth Drannor is rife with the leagues of those who 
have fallen and been corrupted by the years of foul 
denizens and dark wars that have passed through its 
crumbling halls. As a result, adventurers far and wide 
have heard tales of both corporeal and 
incorporeal undead stalking the haunted courts of the 
once beautiful city in search of their next victim. All 
manner of undead will assault the party as they make 
their way through the game. From low level Skeletons and 
Zombies, to the fearsome drain ability of Shadows and 
Wraiths, to the paralyzing touch of the Mohrg and Ghoul, a 
trained party of adventurers will have their work cut out for them as 
they play through the game. Undead are more prevalent at 
night and within the crypts and catacombs of the city. 
Their immunities to mind control, and conditional 
effects such as poison and paralyzation make them a 
true challenge indeed. 




Main Hall 
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The Main Halls at a Glance 

This section is engineered to give you a glance at the first dungeon 
you will encounter in the game. Players who do not wish to have such 
secrets revealed should skip these few pages. Below you will find a 
map of the 3rd level of the dwarven dungeons, known to its inhabi- 
tants as the Main Halls. The area has been divided into key sections 
that will referenced throughout game play. 




Here are a few hints to help you in exploring the game: 

• Save the game often; danger lurks around nearly every corner in 
Myth Drannor 

• Use the flags on the in-game map to mark specific areas you'll need 
to return to (such as locked doors) 

• Explore everywhere; many secret passageways and rooms exist in 
these shattered halls 

• Rest areas are your friends; not many places in Myth Drannor are 
safe, so make a note of these 

• Reference your Quest Log to discover new logged information & 
remind yourself what quests are open 
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EPILOGUE 

As every quest ends, travelers are faced with a crossroads. Down one 
path, the comforts of civilization beckon with the siren call of warm 
beds, fine ale and the familiar faces of home. Down the other? Danger, 
uncertainty, hardship and.... adventure. The few who survive to tell 
their tales of Myth Drannor are grateful to escape with their lives. Yet 
in the dark of the night, they hear the whispering of the ghosts in the 
stones, while the proud shards of the towers thrusting into the crown 
of the forest haunt their dreams. And most return... 

In these final pages you will find information that could be useful to 
you during the adventure in the appendixes. If you have any difficul- 
ties or questions, see our customer support section for information on 
contacting someone who can help. Lastly, the credits list the numerous 
persons who worked together to bring you POOL OF RADIANCE:™ 
RUINS OF MYTH DRANNOR. 

APPENDIXES 
Class Information Charts 



Table A-l: Class Information: BARBARIAN 


Level 


Attack 


Fort. 


Ref. 


Will 


Special 




Bonus 


Save 


Save 


Save 




l 


+i 


+2 


+0 


+0 


Rage IVday 
Fast Movement 


2 


+2 


+3 


+0 


+0 


Uncanny Dodge 
(Dex bonus to AC) 


3 


+3 


+3 


+1 


+i 




4 


+4 


+4 


+1 


+1 


Rage 2x/day 


5 


+5 


+4 


+1 


+1 


Uncanny Dodge 
(can't be flanked) 


6 


+6/+1 


+5 


+2 


+2 




7 


+7/+2 


+5 


+2 


+2 




8 


+8/+3 


+6 


+2 


+2 


Rage 3x/day 


9 


+9/+4 


+6 


+3 


+3 




10 


+10/+5 


+7 


+3 


+3 




11 


+11/+6/+1 


+7 


+3 


+3 




12 


+12/+7/+2 


+8 


+4 


+4 


Rage 4x/day 


13 


+13/+8/+3 


+8 


+4 


+4 




14 


+14/+9/+4 


+9 


+4 


+4 




15 


+15/+10/+5 


+9 


+5 


+5 




16 


+16/+11/+6/+1 


+10 


+5 


+5 


Rage 5x/day 
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Table A-2: Class Information: CLERIC 


Level 


Attack 


Fort. 


Ref. 


1A/ii i 

will 


Special 




Bonus 


Save 


Save 


Save 




l 


0 


+2 


+0 


+2 


Turn Undead 


2 


+1 


+3 


+0 


+3 




3 


+2 


+3 


+1 


+3 




4 


+3 


+4 


+1 


+4 




5 


+3 


+4 


+1 


+4 




6 


+4 


+5 


+2 


+5 




7 


+5 


+5 


+2 


+5 




8 


+6/+1 


+6 


+2 


+6 




9 


+6/+1 


+6 


+3 


+6 




10 


+7/+2 


+7 


+3 


+7 




11 


+8/+3 


+7 


+3 


+7 




12 


+9/+4 


+8 


+4 


+8 




13 


+9/+4 


+8 


+4 


+8 




14 


+10/+5 


+9 


+4 


+9 




15 


+11/+6/+1 


+9 


+5 


+9 




16 


+12/+7/+2 


+10 


+5 


+10 





Cleric Spells per Day 


0 


1 


2 


3 


4 


5 


6 


7 


8 


3 


2 
















4 


3 
















4 


3 


2 














5 


4 


3 














5 


4 


3 


2 












5 


4 


4 


3 












6 


5 


4 


3 


2 










6 


5 


4 


4 


3 










6 


5 


5 


4 


3 


2 








6 


5 


5 


4 


4 


3 








6 


6 


5 


5 


4 


3 


2 






6 


6 


5 


5 


4 


4 


3 






6 


6 


6 


5 


5 


4 


3 


2 




6 


6 


6 


5 


5 


4 


4 


3 




6 


6 


6 


6 


5 


5 


4 


3 


2 


6 


6 


6 


6 


5 


5 


4 


4 


3 
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Table A-3: Class Information: FIGHTER 



Level 


DAbb 


Fort. 


Drr 

Ivtr. 


Wii i 
WILL 


Special 




Attack 


Save 


Save 


Save 




l 


+i 


+2 


+0 


+0 


Bonus feat 


2 


+2 


+3 


+0 


+0 


Bonus feat 


3 


+3 


+3 


+1 


+1 




4 


+4 


+4 


+1 


+1 


Bonus feat 


5 


+5 


+4 


+1 


+1 




6 


+6/+1 


+5 


+2 


+2 


Bonus feat 


7 


+7/+2 


+5 


+2 


+2 




8 


+8/+3 


+6 


+2 


+2 


Bonus feat 


9 


+9/+4 


+6 


+3 


+3 




10 


+10/+5 


+7 


+3 


+3 


Bonus feat 


11 


+11/+6/+1 


+7 


+3 


+3 




12 


+12/+7/+2 


+8 


+4 


+4 


Bonus feat 


13 


+13/+8/+3 


+8 


+4 


+4 




14 


+14/+9/+4 


+9 


+4 


+4 


Bonus feat 


15 


+15/+10/+5 


+9 


+5 


+5 




16 


+16/+11/+6/+1 


+10 


+5 


+5 


Bonus feat 



Table A-4: Class Information: MONK 



Level Attack Fort. Ref. Will Special 





Bonus 


Save 


Save 


Save 




1 


0 


+2 


+2 


+2 


Evasion, Stunning Attack, 
Unarmed Strike 


2 


+i 


+3 


+3 


+3 


Deflect Arrows 


3 


+2 


+3 


+3 


+3 


Still Mind 


4 


+3 


+4 


+4 


+4 




5 


+3 


+4 


+4 


+4 




6 


+4 


+5 


+5 


+5 




7 


+5 


+5 


+5 


+5 


Wholeness of Body, 


8 


+6/+1 


+6 


+6 


+6 




9 


+6/+1 


+6 


+6 


+6 


Improved Evasion 


10 


+7/+2 


+7 


+7 


+7 


Ki Strike (+1) 


11 


+8/+3 


+7 


+7 


+7 


Diamond Body 


12 


+9/+4 


+8 


+8 


+8 




13 


+9/+4 


+8 


+8 


+8 


Diamond Soul, Ki Strike (+2) 


14 


+10/+5 


+9 


+9 


+9 




15 


+11/+6/+1 


+9 


+9 


+9 


Quivering Palm 


16 


+12/+7/+2 


+10 


+10 


+10 


Ki Strike (+3) 
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Table A-4: Class Information: MONK 



Unarmed 


Unarmed 


AC 


Unarmored 


Attack Bonus 


Damage* 


Bonus** 


Speed*** 


+0 


1d6 


+0 


30 ft. 


+1 


1d6 


+0 


30 ft. 


+2 


1d6 


+0 


40 FT. 


+3 


1d8 


+0 


40 FT. 


+3 


1d8 


+1 


40 FT. 


+4/+1 


1d8 


+1 


50 ft. 


+5/+2 


1d8 


+1 


50 FT. 


+6/+3 


1d10 


+1 


50 FT. 


+6/+3 


1d10 


+1 


60 ft. 


+7/+4/+1 


1d10 


+2 


60 FT. 


+8/+5/+2 


1d10 


+2 


60 ft. 


+9/+6/+3 


1D12 


+2 


70 ft. 


+9/+6/+3 


1d12 


+2 


70 ft. 


+10/+7/+4/+1 


1d12 


+2 


70 ft. 


+11/+8/+5/+2 


1D12 


+3 


80 it. 


+12/+9/+6/+3 


1d20 


+3 


80 ft. 



* Small Monks deal less damage (see Table A-4a: Small Monk Damage 
and Speed). 

** This figure plus the Monk's Wisdom modifier are added to the Monk's 
AC (if this figure plus the Monk's Wisdom modifier is not a bonus do not 
add it). The AC bonus is 1/5 the Monk's level. 

*** Halfling and Dwarven Monks are slower (see Table A-4a: Small Monk 
Damage and Speed). 



Table A-4a: 

Small Monk Damage and Speed 



Level 



Damage 



Speed 



1-2 


1d4 


20 FT. 


3 


1d4 


25 FT. 


4-5 


1d6 


25 ft. 


6-7 


1d6 


35 ft. 


8 


1d8 


35 FT. 


9-11 


1d8 


40 FT. 


12-14 


1d10 


45 ft. 


15 


1d10 


55 ft. 


16-17 


2d6 


55 ft. 


18-20 


2d6 


60 ft. 
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Table A-5: Class Information: Paladin 


Level 


Attack 


Fort. 


Ref. 


Will 


Special 




Bonus 


Save 


Save 


Save 




l 


+l 


+2 


+0 


+0 


Divine Grace, 
Lay on Hands 


2 


+2 


+3 


+0 


+0 


Aura of Courage, 
Smite Evil 


3 


+3 


+3 


+i 


+i 


Turn Undead 


4 


+4 


+4 


+i 


+i 




5 


+5 


+4 


+i 


+i 




6 


+6/+1 


+5 


+2 


+2 




7 


+7/+2 


+5 


+2 


+2 




8 


+8/+3 


+6 


+2 


+2 




9 


+9/+4 


+6 


+3 


+3 




10 


+10/+5 


+7 


+3 


+3 




11 


4.11 A*. A/4-1 


4-7 
T/ 


T 3 






12 


+12/+7/+2 


+8 


+4 


+4 




13 


+13/+8/+3 


+8 


+4 


+4 




14 


+14/+9/+4 


+9 


+4 


+4 




15 


+15/+10/+5 


+9 


+5 


+5 




16 


+16/+11/+6/+1 


+10 


+5 


+5 





Paladin Spells per Day 

0 1 2 3 4 
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Table A-6: Class Information: RANGER 


Level 


Attack 


Fort. 


Ref. 


Will 


Special 




Bonus 


Save 


Save 


Save 




1 


+1 


+2 


+0 


+0 


1st favored enemy 


2 


+2 


+3 


+0 


+0 




3 


+3 


+3 


+1 


+i 




4 


+4 


+4 


+i 


+i 




5 


+5 


+4 


+i 


+i 


2nd favored enemy 


6 


+6/+1 


+5 


+2 


+2 




7 


+7/+2 


+5 


+2 


+2 




8 


+8/+3 


+6 


+2 


+2 




9 


+9/+4 


+6 


+3 


+3 




10 


+10/+5 


+7 


+3 


+3 


3rd favored enemy 


11 


+11/+6/+1 


+7 


+3 


+3 




12 


+12/+7/+2 


+8 


+4 


+4 




13 


+13/+8/+3 


+8 


+4 


+4 




14 


+14/+9/+4 


+9 


+4 


+4 




15 


+15/+10/+5 


+9 


+5 


+5 


4th favored enemy 


16 


+16/+11/+6/+1 


+10 


+5 


+5 





Ranger Spells per Day 



2 11- 
2 111 
2 2 11 
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Table A-7: Class Information: ROGUE 


Level 


Attack 


Fort. 


Ref. 


Will 


Special 




Bonus 


Save 


Save 


Save 




i 


0 


+0 


+2 


+0 


Sneak Attack +1d6 


2 


+1 


+0 


+3 


+0 


Evasion 


3 


+2 


+i 


+3 


+i 


Sneak Attack +2d6, 

I i S. f \\V\ f 1l ll If 1 

U J\ l_ /\ iN l\ T L/UUUf. 

(Dex bonus to AC) 


4 


+3 


+i 


+4 


+i 




5 


+3 


+i 


+4 


+i 


Sneak attack +3d6 


6 


+4 


+2 


+5 


+2 


Uncanny Dodge 
(can't be flanked) 


7 


+5 


+2 


+5 


+2 


Sneak attack +4d6 


8 


+6/+1 


+2 


+6 


+2 




9 


+6/+1 


+3 


+6 


+3 


Sneak attack +5d6 


10 


+7/+2 


+3 


+7 


+3 


Improved Evasion 


11 


+8/+3 


+3 


+7 


+3 


Sneak Attack +6d6 


12 


+9/+4 


+4 


+8 


+4 




13 


+9/+4 


+4 


+8 


+4 


Sneak Attack +7d6 


14 


+10/+5 


+4 


+9 


+4 




15 


+11/+6/+1 


+5 


+9 


+5 


Sneak Attack +8d6 


16 


+12/+7/+2 


+5 


+10 


+5 





Table A-7: Class Information: SORCERER 


Level 


Attack 


Fort. 


Ref. 


Will 




Bonus 


Save 


Save 


Save 


l 


+0 


+0 


+0 


+2 


2 


+i 


+0 


+0 


+3 


3 


+i 


+1 


+i 


+3 


4 


+2 


+1 


+i 


+4 


5 


+2 


+1 


+i 


+4 


6 


+3 


+2 


+2 


+5 


7 


+3 


+2 


+2 


+5 


8 


+4 


+2 


+2 


+6 


9 


+4 


+3 


+3 


+6 


10 


+5 


+3 


+3 


+7 


11 


+5 


+3 


+3 


+7 


12 


+6/+1 


+4 


+4 


+8 


13 


+6/+1 


+4 


+4 


+8 


14 


+7/+2 


+4 


+4 


+9 


15 


+7/+2 


+5 


+5 


+9 


16 


+8/+3 


+5 


+5 


+10 
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Sorcerer Spells per Day 



0 


1 


2 


3 


4 


5 


6 


7 


8 


5 


3 
















5 


4 
















5 


5 
















5 


6 


3 














5 


6 


4 














5 


6 


5 


3 












5 


6 


6 


4 












5 


6 


6 


5 


3 


- 


— 


- 


- 


5 


6 


6 


6 


4 


_ 


_ 


_ 


_ 


5 


6 


6 


6 


5 


3 








5 


6 


6 


6 


6 


4 








5 


6 


6 


6 


6 


5 


3 






5 


6 


6 


6 


6 


6 


4 






5 


6 


6 


6 


6 


6 


5 


3 




5 


6 


6 


6 


6 


6 


6 


4 




5 


6 


6 


6 


6 


6 


6 


5 


3 



Table A-8a: SORCERER Spells Known 



Level 


0 


1 


2 


3 


4 


5 


6 


7 


8 


l 


5 


2 
















2 


5 


2 
















3 


5 


3 
















4 


5 


3 


1 














5 


5 


4 


2 














6 


5 


4 


2 


1 












7 


5 


5 


3 


2 












8 


5 


5 


3 


2 


1 










9 


5 


5 


4 


3 


2 










10 


5 


5 


4 


3 


2 


1 








11 


5 


5 


5 


4 


3 


2 








12 


5 


5 


5 


4 


3 


2 


1 






13 


5 


5 


5 


4 


4 


3 


2 






14 


5 


5 


5 


4 


4 


3 


2 


1 




15 


5 


5 


5 


4 


4 


4 


3 


2 




16 


5 


5 


5 


4 


4 


4 


3 


2 


1 



Technical and Customer Support 



Before contacting Ubi Soft Entertainment's Technical Support Department, 
please first read through this manual and the readme file. Also browse 
through our FAQ listings or search our support database at our website, 
http*//www.ubisoft.com/support Here you will find the most recently 
updated information since the games release. 

Also please make sure that your computer meets the minimum system 
requirements, as our support representatives will be unable to assist cus- 
tomers whose computers do not meet these criteria. 

Whenever you contact the Technical Support Department, please include 
the following information: 

• Complete product title (including version number) 

• Exact error message reported (if applicable) and a brief description 
of the problem you're encountering 

• Processor speed and manufacturer 

• Amount of RAM 

• Maker and speed of your CD-ROM or DVD-ROM drive 

• Type of Sound Card you are using 

• Video card that you are using and amount of RAM it uses 

• Operating system 

Contact us over the internet 

Our website contains the most up to date Technical Support information 
available including patches that can be downloaded free of charge. We 
update the Support pages on a daily basis so please check here first for 
solutions to your problems http*//www.ubisoft.com/support 

Contact us by e-mail 

For fastest response via e-mail, please visit our website at: 
http://www.ubisoft.com/support 

From this site, you will be able to enter the Ubi Soft Entertainment 
Solution Center where you can browse through our listings of 
Frequently Asked Questions (FAQ), search our database of known prob- 
lems and solutions, or, for fastest e-mail response, you can send in a 
request for Personal Assistance from a Technical Support Representative. 



If you don't have access to the World Wide Web, you can contact our 
Support Department by e-mailing them directly at supporr@ubisoft.com. 
Please ensure that you include all of the bulleted information above 
for your computer when sending e-mail to this address. It may take 
up to 72 hours for us to respond to your e-mail depending upon the 
volume of messages we receive. 

Contact us by phone 

You can also contact us by phone by calling (919) 460-9778. Note that 
this number is for technical assistance only. No hints or tips are given 
over the Technical Support line. When calling our Technical Support 
line, please make sure you are in front of your computer and have all 
of the necessary information listed above at hand. 

Be advised that our Technical Support Representatives are available to 
help you Monday-Friday from 9 am-9 pm (Eastern Standard Time). 

While we do not charge for technical support, normal long distance 
charges apply. To avoid long distance charges, or to contact a support 
representative directly after these hours, please feel free to use one of 
the other support avenues listed above. E-mail issues usually receive a 
response within 2 business days. 

Contact us by standard mail 

If all else fails you can write to us at: 

Ubi Soft Technical Support 
2000 Aerial Center 
Suite 110 
Morrisville, NC 27560 

Return policy 

Please do not send any game returns directly to Ubi Soft Entertainment. 
It is our policy that game returns must be dealt with by the retailer or 
online site where you purchased the product. If you have a damaged 
or scratched CD, please visit our FAQ listing for your game and get 
the latest replacement policy and pricing. 
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oo Character and party creation tips, 
IMuding new races, new classes, 
and which NPCs to recruit to 
Jfenhance your party 

00 Complete single-player walkthrough 
including puzzle solutions 

00 In-depth character info including 
special abilities, feats, and 
multiclass capabilities 

* 00 Details on over 100 
available spells 

Comprehensive info on 
monsters and items 



Multiplayer 
strategies for 
random dungeons 
and battling 
with friends 



The Prima Games logo is a registered trademark ol Random House. Inc .registered in the United States and other countries Primagames com is a registered trademark 
ol Random House. Inc . registered in Ihe United States. 



